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Technocop. 



i cool. 




You're part of ttie Eiiforcers,a high- 
tech pohce task force. And it's up 
to you to take down the slea;ebal1 
members of 3n organised crime 
empire and restore safety to Che city. 

Your weapons? An .88 t^agnum [it's 
twice the size of ft arry's), a snare gun, 
3 criminal radar iocaCor and a com- 
puter wrist watch. And that's just on 
you. Your car (a V-Max, the baddest 
thing on wheeis) is equipped with 
rapid fire machine guns, killer 
bombs, a critne computer and turbo 
acceleration. 

Your mission? Race down savage 
highways and blow away punks. 
Chock out seedy buildings whore 
rats and tbugs are tiuddtes. If you're 
tough enough to survive, then it's 
backintheV-Majtandontothe 
next crime scene. 
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WinatriptaCalifofnia'^ 
See package for details. 
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We turn C128 owners into C128 users. 

(For only $9.98) 




A subscription to Loadstar 128 
quarterly disk brings you a 5V4" disk, 
chock-full of great programs for your 
Commodore® 128 every quarter for 
just $9.98. 

What a way to go, 128! 

Loadstar 128 is a new software collection designed specifi- 
cally for the Commodore 1 28 by the editors of Loadstar, Every 
three months you will receive a new bViT disk filled with new 
128-onIy programs not found in our monthly LOADSTAR 
collection. 



Use The Full Power of Your 128. 

Loadstar 128 issue #1 contains eight great programs for your 
C-128, taking advantage of the 128 features like the 
80-column format, larger memory, and 
a more powerful BASIC. 



Contents of Issue #1 
I'liiliiblf tin ti buck issm-) 



Chart 128 — A cliartmiikiiif; prygram. 
Carbuyer's Scratchpad — Make the 
best buy on that new or used car. 
Treasure Trove — A challenging card 
solitaire game. 
Boris — Nine levels of chess, 
!'lus 4 more great programs! 




The Best Software Value for the 128. 

Loadstar 128 is delivered direct to you four times each year for 
only $39.95. Thaf s only $9.98 an issue. So order today with the 
attached coupon or call toll free 1-800-831-2694. 

Money-back guarantee. 

If you are not satisfied with Loadstar 128 for any reason, 
return your first issue for a full refund. 

Call toll free 1-800-831-2694. 



CDa«n«)0fvl»«tndniHrt(cilCi»UKidartt)KtnwiW«. l.ij 



' its! riease rush me my first issue of Loadstar 128 to start my one-year I 
subscription for my Commodore 128 for only S39.95 postage paid. (Can- 
ada/Mexico S44.95, Overseas S57.9S) Make checks payable to Softdisk, 
Inc. in U.S. funds. 

(Louisiana residents add 4% sales tax). 

Name 

Address 

City 



.State . 



Zip + 4 . 



Home Phone (_ 



J. 



Ext. 



□ Discover DAmEx □ VtSA/MC □ Payment Enclosed (U.S. ^ndsoJtly.') 
Card # Exp. 



J Signature 

I SOFTDISK, INC. P.O. Box 30008 • Shreveport, La. 71130-0008 CO029 l 
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Exciting Sci-Fi 
Roie-Piaying for only $29.95 



Every last member of the resistance has either 
been qaptured or is closely monitored by the robot 
patrol. As a new inhabitant of XK-120, you have 
no police record. You have a chance to locate 
the central control console and deacti 
vate the robot control system. Not 
a good chance, but a chance 

This science fiction 
role-playing game was 
created by Chuck Bueche, 
the author of AUTODUEL"*. 
The fast paced action all 
takes place in an enclosed 
high-tech city of many levels. 

As you huny along extensive air- 
jet subways and slidewalks, you'll 
need to solve complex mazes and 
other intriguing puzzles. The chal- 
lenges are non-stop and full of 
surprises. 

On your mission, you'll face some 16 
types of animated robots. Battle them with 
weapons like phasers, blasters and time bombs 



Confuse them by creating a duplicate image of 
yourself with the unique holoprojector. Or re- 
program them to work for you tiy mastering 
the ingenious Directive Override option. 







Realisfc ac; or a' ows yoD 

K) mwe Of dimb over 

objects. Superb graphics 

on Cotrmodore 64/1261 



In 2400 A.D. you step far 
into the future. But beware. Each 
step you take could be your last. 



wVtSAAJtl, 
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AMIGA CAD PROGRAMS 70 

Computer-Aided Design programs are usually assxiated with 
professions like architecture and engineering. But the Amiga 
brings CAD capabilities to anyone with the need or desire for 
accurately-scaled drawings for any purpose. 
by Gary V. Fields 

DIGITEK 74 

A unique product development system that has spawned several 
high-quality games over the past year has brought DigJtek into the 
Amiga spotlight. Find out what the publisher of Vampire's Empire 
is going to do for an encore. 
by Russ Ceccola 



COVER nORY 

BUZZWORDS: A GUIDE TO COMMODORE 

PROGRAMMERS' SLANG 66 

From Berkeley to Boston a new Commodore lingo has emerged 
that distinguishes the Commodore insiders from the wanna-be's. 
We've compiled a glossary of these terms, so our readers can keep 
up with power-geek (look it up) terminology. 



COVER PHOTO: Charles Bartholomew 
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To the Editor 

You did a good job of covering the avail- 
able C128 busings software in the No- 
vember 198S issue of Commodore Maga- 
zine. 

I was surprised, however, that The Big 
Blue Reader was not mentioned. Big Blue 
Reader is not an MS-DOS emulator, but 
rather it is a unique and easy-to-use file 
transfer program designed to transfer 
word processing, text and ASCII files be- 
tween Commodore 12a'64 and PC-com- 
patible MS-DOS disk formats. The 1571 
or 1581 is required. 

Big Blue Reader gives Commodore 128 
users a link to the KM PC which is the 
industry standard for business. Big Blue 
Reader 128i64 has allowed many Commo- 
dore 128 owners to use their C 128 at 
home then transfer their files to standard 
MS-DOS disk for use on their PC's at the 
office. 

Big Blue Reader is now available for the 
Commodore 64. 
Sincerely, 
Michael R. Miller 
President, 
SOGWAP 
115 Bellmont Road 
Decatur, IN 46733 

To the Editon 

In your November issue were two fea- 
ture articles: one on Cinema ware and one 
on software (or rather, the lack of soft- 
ware) for the 128, The Cinemaware article 
talked about how their games require 
large amounts of memory and speed and 
how they had treuble porting their games 
down to the 64. 1 think they are ignoring a 
very good, high-memory machine: the 
Commodore 128. The 128 has the memoiy 
and, when in fast mode, the speed re- 



quired for their games. With the introduc- 
tion of the 128D and its 80-column, hi-res 
graphics, the 128 even has the graphics to 
support Cmemaware. So why then are 
they not taking advantage of it? 
Siiwerely, 

Darren Zimmerman 
Newark, NJ 

Dear Gary Fields: 

I enjoyed reading "Getting Down to 
Business" in the November 1988 issue, I 
got a chuckle however, when I read the 
statement that your favorite spell checker 
is 'large and picky enough to prevent me 
fitim embarrassing myself to [sic] often," 
Of all places for an embarrassing mis- 
spelling — the very sentence praising the 
spell checker! In fact, the very two (too? 
to?) word phrase which reserves tlie possi- 
bibty that an occasional misspelling 
might shp through! I think you did this on 
purpose. If so, I like your sense of humor. 
You effectively made the point that a writ- 
er must not rely too heavily on his ma- 
chines. The article was informative and 
well written. Keep up the good work! 
Sincerely, 
Bill Morrow 
Bessemer, AL 

P,S, No, I am not an English teacher, I am 
acemist 

Dear Miirk Jordiin: 

As a fiiequent GEOS user, I enjoy your 
column in Commodore Magazine. As an 
English major, and after 40 years in the 
ministry, I tend to follow the acceptable 
rules of grammar, hence would cast my 
vote for "mice" for those buSs who have 
more than one "mouse," 

Popular usage does have some influ- 
ence on what is accepted, however, and 
some rules may be made to be broken, so 
in this case perhaps the majority should 
rule. I just checked with my wife, and she 
agrees that "mouses" is better, I really do 
win one once in a while. 
Sincerely, 
Ken Marken 
Men tone, IN 

Dear Mark Jordan: 

It is my belief that the plural form of 
"mouse," when referring to computer in- 
put devices is "mouses." 
Sincerely, 
Anson Turner 
Swansei, MA 
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TAKE Oft' 'the l^- 




GAMESTAR WRESTLING FEDERATION HIGHUGHTS 



f Intense 1- orZ-filayeT tag team action 
lets you thrash computer challengers 
or bust up your buddies - with pain- 
inflicting ease! 



Each GWF maniac has his own mean 
set of merciless moves -Pile Drivers, 
Aiiplane Spins, Gat Busters, 
and more! 



MW TO OttOSI: Vitit ymirnttBtrw <M KXt^TSSOO for dinct Vtu/MnttrCK^ onltn. 

Dimn pikt it ta.SS for Iht Cummadoit &I/I2t* vtnion. A thlpping ind hindliiif ehirgt olH.iS tppUtt ttttdinettrdtn. 

Stiti tax ytill bt tddtd to oidtn in Mihmi* tttd Tmm. 



^ Win the GWF championship belt, then 
strut your stuff around the ring so the 
chicks can check you out! 



rmm n ^ n r i It iffiwi itniin rmitfi- ritrf Ti*^! rmir n Tnifr-nr^r ^'''-r"" *• ■*— """* — -f''"-^ ^j^.*. .^r— ~<~. b.^,„.j„ \i-ini 
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F-1 8 Hornet 

xiiigolute Entertaininent has Introduced P-IB Homat, a Jet fighter 
pilot simulator for the Commodore 64. The prospective "Top Gun' ' 
will take off from the USS Enterprise carrier deck on ten missions of 
varying difficulty in locations around the world, r-18 Hornet has a 
suggested retaU price of S34.95. For further information contact; 
Absolute Entertainment, 251 Rook Rd., Glen Rock, HJ 07452, Phone: 
(801) 652-1227. 
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FUCl.; 1332 
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sow: oouH 



fuel: taso 

TWH I 31/. 



Ultima IV 

LTo back to Britannia with ORIGIN'S new release— the Amiga 
version of Ultima IV: Quest of the Avatar. Over 16 times larger 
than Ultima m, the new fantasy role-playing installment will be 
distributed by Broderbund Software. Ultima IV features hundreds of 
Interactive characters, 30 magic spells and optional mouse interface. 
Ultima IV for the Amiga retails for 869,95 (also available for the 
Commodore 64). For more information contact: ORIGIN, 136 Harvey 
Rd., Building B, Londonderry, NH 03053, Or call: (603) 644-3360, 

Street Sports Football 

JL he Epyx neighborhood gang Is back, and this time football is their 
game. In a street or on a construction site, you can choose up sides 
and go up against the computer or a friend at beginner or advanced 
levels. Ettreet Sports Pootliall for the Commodore 64 retails for 
$19.95. For details contact: Epyx, Inc., 600 Galveston Dr., Redwood 
City, CA 94063. Phone: (415) 368-3200, 



Photon Video Cel 
Animator 

Jkhoton. Video Cel Animator from Mlcrolllusions helps you 
animate your Amiga Images. Each frame of animation is created once 
and numbered, the animation is laid out as a sequence of the 
numbers which can then be modified. You can change timing, add 
music or replay your creation as a continuous loop. You can also 
import images from Photon Paint and record your completed 
animations on videotape. The program retails for $149.95. For 
ftuther details contact: Mlcrolllusions, 17408 Chatsworth St., 
Granada Hills, CA 91344. Or call: (80O) 522-2041. 



Arcade Game 



Kit 



G, 



ot an arcade game idea that's bigger than PasMan but you're all 
thumbs at programming? Broderbund's new Arcade Game 
Constructloa Hit for the Commodore 64 gives you the tools to put 
that great maze or shoot- 'era-up game on disk vrith up to 50 levels of 
gameplay. Several sample games are Included for you to modify. You 
can also make ' 'GlftDlsks" for friends (the program is not required 
to run GiftDlsks). Arcade Same Constructloa Kit retails for 
$29,98. For more Information contact: Broderbund Software, Inc., 
17 Paul Dr., San Rafael, CA 94093-2101. Phone: (415) 492-3200. 

TKO 

ilccolade's TKO for the Commodore 64 promises to put you right in 
the ring. This first-person perspective boidng match pits you against 
twelve different opponents in a three-, five- or ten- round bout. You 
can go up against the computer or a friend for the title of Accolade 
Heavyweight Champion. TKO has a suggested retail price of $29.95, 
For more information contact: Accolade, 550 S. Winchester Blvd., 
Suite 200, San Jose, CA 95126, Or call: (408) 985-1700. 




Continued on page 8 
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FAST DCLIVCRy and LOWER PRICES 

oiiLV PROM tCO ^ C^ Commodore' 

O Commodore- C= Commodore- ^ 



3i^- DISK DRIVE 

$189 




^ Commodore* 1670 
MODEM 

1200 BAUD ^^- 

DIH6CT ^^ 

CONNECT 

$69 / 





Includes GEOS & Quantum Link 



64C w/1541 II Disk Drive 

64C wn541 Drive &1 802C Monitor . 



.$309 
..§519 



C' Commoctore* 



1084 COLOR 
MONITOR 

■ 640 X 400 Resolution 

■ 4 OporaHng Modes 



$299111^ 



C' Commodore *# 

1541 II ^ 




Software orders over $100 and 
Accessories under 6 pounds will 
be shipped Federal Express 

(Even at these prices) You only pay TCP's standard 
shipping charge. Orders arriving before 3:00 PM our 
time will be shipped out same day. II part of your 
order is backordered the remainder will be shipped 
UPS Ground FREEl 

To onJ*r: Ho surcharg* on Mif1*rCftfd or VISA ff Your credit unj li not 

ctkaigfrd umil your ofdar Lt thippfrd H C^> orden accDpiM . rto COD tt*t 

M Shipping : 3^ or SS minimum taf UPS Ground. Cfill for shipping chargtl 

on Express AJr, APO. FPO, AK. HI and (or*lgn orders. 

■ Mell Ord«r(: Wft accept monfl^ orders, cerlirled chncl<l, end p«rioniJ 

ctiflcks. Allow SwaeHstorpdrson&l and oornpany chKks to doar. ■ W« aoct^ 

purchsso orders from qu^t[i«d EducfttlonaJ and Corporala In&tHutloni. 

ALL SALES AHE FINAI- 

Dafective Mfin^s replaced or repaired al our 

dlscreUon. Pennsylvania deSvertes odd G^ 

taias tax Prtcfls and terms Bubject to ctiange wltr^oirt noUce. 



PRINTERS 



IB 



MAGMAVOX3762B640X240Rc!oluttoh'"";^"j;^ 

■ 3 Modes ■ lYr Warranty $249 

'M&GNAVOX 8702 ■ 3S0 1 330 Resolumn 

■ Tilt Stand ■ 1 YrWaffanly „.„.,$179 

'COMMODOHE 1S02C Color Monllor $199 



^ Commodore* 

1351 MOUSE 

■ Mouse & Joystick 

« elc^ Compaitols $39.®^ 



BOFT^Ilfift^ '^^( ^m 



CF Commodore* 1764 

25eK RAM EXPANSION $H9 

<l||j^ Commodore" 
'^ 128D 



1 12BK Memory 
I Built-in 1S71 

Disk Drive 
\ Detachabie Keyboard 




OfTice Aulomatiodj 
2 yr warrant 

1080111 $159 

1091 III $189 

10921 $319 ,,,„ 

1124(24pln)$CALUP 




$439 



Berkeley 
Softworks 



GEOS 128 »39.95 

GEO Calc 128 - S39.95 

GEO Filfl tZ8 $39.95 

GEO Publish $29.95 

GEO Wrtto 128 _. $3995 

GEOS 2.0 $34 95 

QEOCato $29.95 



128D w/Commodore 1084 Color Moniloi $719 

128D wJMagnavox 8752 Color Monitor .$679 



LANCE HAKNER 

Baiiuilball -Fro Gsm* or 

Courtaic)* Catlvoa .,.. ~.. $20.95 

Fult Count Baeobull $29.96 

3^ I Foonmil $29.95 



BEtOOERBUND 

BankSt. WrHere4 $29.95 

Printshop 64 „,..„„. $25.95 

Ultima V $34.95 



CMS 

B4 Acixiunltng Systgnr $119.95 

1 28 Accounting System $124.95 

UIGITAI. SOLUTIONS 

Pockel Writer Dlellonnry $1 1.95 

PqCkst Writer II 64/128 $32.95 

SuporPak II 64/128 $57.35 

EPYX 

Fasltoad $23.95 



POWEH SUPPLIES 

EstBs larBdC 134.95 

Micraworld rdr r2S... $69.95 



512KF1AM 

Upgrade..... SI 59 

1010 External 

Floppy Drive S219 

1680 Modem S139 

Call lor other AMIGA Pnducis 




(1 •14 drtltv3S NLO) $1 S9 

NX 1000 Rainbow 

(ookv printer] $229 

NX-1000C 

tCoinmodore Inttaoa) uu$174 

NX-1000C Rainbow 

tpommodore Interf.-voa/ 

Color Pnnair! $229 

NX-2400 ,^.,, 

{24 Pin Ponter) $CALL 



PROFESSIONAL SOFTWARE 

Fleet Syr,lom 4/1 EB $47.95 

TIIVIEWOUKS 

OstaMarYaQW/12B $3t.BS 

DAttitop Publlslwr $39.95 

SwWCnIc 128 w/Skl«WBy« $32.95 

Sylvin Poftor's Poraonat 

Financial planner 128 $29.95 

WordWrltorllt/64 $25.95 

Word Writer 128w/Speller $31.95 



I 



DISK-KOUNTS 



I 



pertioioltO 3 5" 5.25" 

BONUS DS DO 56.95 

MAXELL DSDD 117.95 $995 
VERBATIM DS DD J 19.95 $9.95 
SONY DS CD $1995510.95 



SUPER GHAPHIXJR 

Primer Inleriaca .....$32.95 

Wifrinter Irom Tussay .$29.95 

SUPER GRAPHIX 

Inlerlaco w/8K butter 

down badabte fonts ..,.$54,95 

w/Prinier trom Tussay ,..,.,.$49.95 

SUPEH GRAPHIX GOLD .$94.95 

w-'T^rinter Irom Tussay $(J4,95 




CHOOSE 

YOUR 

WEAPON! 




NEWI 200 XJ. $11.95 

500 XJ S14,9S 

The Boss $12.95 

BalHandla 517.95 

3-Way $22.95 







OPEN: B.OOAM- 11 :00PM Mon - FrI, 10:00AM - 8:00PM Sat, 12:00PM ■ 8:00PM Sun Bast Coast TIma 



TOLL 
FREE 



1.800-468-9044 



itCp 
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Continued from page 6 

Epyx Goes Online 

A-lpyx, Inc. has provtded a new service to their customers— the 
gpyx On-iane Sendee Center (BBS), Anyone with a modem can 
call for game hints, technical support, an on-line catalog, new 
product announcements, and warranty and update information. The 
service is provided free of charge. You can reach the Epyx On-Une 
Service Center by dialing (415) 364-0281 (300/1200 baud, 8 bits, 
no parity, 1 Slop bit). 



Aussie Joicer Poker 
Sweepstakes 



Mi 



.indscape is Introducing its new computerized card game with a 
sweepstakes featuring $200,000 In cash and prizes, Auasle Joker 
Poker, for the Commodore 64 or Amiga, lets up to 90 players 
compete in a card game made popular in Australia. Twenly contest 
winners (chosen at random) vrlll travel to Las Vegas to go head to 
head at Aussie Joker Poker for a top prize of 8 100,000. The deadline 
for entering Is April 30, 1989. The Commodore 64 version of Anssie 
Joker Poker retails for $29,95, the Amiga version for $49.96, For 
further details contact: Mindacape, Inc., 3444 Dundee Rd., 
Uorthbrook, IL 60062, Phone; (312) 480-7667. 



Corruption 



Wormption for the Ckmimodore 64 and Amiga is Ralnbird's fourth 
Magnetic Scrolls release. You take on the role of a London high 
financier who is accused of inside trading, You must use your wiles 
and interact with 15 other characters to survive this graphic 
adventure. Corruption for the Commodore 64 seUs for $39,95, the 
Amiga version sells for $44,95, For more Information contact: 
Rainblrd, 3S85 Bohannon Dr„ Menlo Park, CA 94025, Or call: (415) 
322-0900. 



Tax Command 64 



or 128 



X^ radical Programs has introduced Tax Command in versions for 
the Commodore 64 and 128, Tax Command la a menu-driven 
program for preparing your taxes directly on IRS forms or for 
record-keeping. Updates for foUovrtng years will be offered to 
registered users at half price. The program Is available for $49.95 
(plus $2 shipping) from: Practical Programs, Inc, P,0, Box 93104, 
Milwaukee, WI 53203, Phone: (414) 272-7227. 



DeluxePrint II 



J/elnxePrint H Is an updated version of Electronic Arts' popular 
Amiga print program. The program contains pre-designed formats 
to create signs, banners, letterhead, calendars and other printed 
materials. Over 150 multi-colored graphics and borders are included, 
and you can import images from EA's DeluxePaint n. 
DelnxePrtnt II retails for $79,95, For details contact: Electronic 
Arts, 1820 Gateway Dr,, San Mateo, CA 94404. Or call: (415) 571- 
7171. 



MIDI Magic 

JDrown-Wagh Publishing has released a MIDI sequencer designed 
specifically for the Amiga. MIBI Magic (developed by Ciroum 
Design) lets you record, playback and edit MIDI data generated by an 
electronic sequencer. The program features multichannel 
simultaneous recording and permits real-time, modular or step 
editing, MIDI Magic retails for $149,96 and requires MIDI Interface, 
synthesiser and cables. For more Information contact: Brovra-Wagh 
Publishing, 16795 Lark Ave., Suite 210, Los Qatos, CA 96030, Phone; 
(800)451-0900, 



National 
Multiple List 

1 he national Multiple List is now available for potential home- 
buyers across the U,S. The new BBS provides a medium for 
homeowners, realtors or builders to list homes or properties for sals 
nationvride. 

The service can be accessed free of charge by potential buyers and 
allows them to search for properties by location and price. TTils is the 
first national real estate listing available directly to home-buyers. 

People who want to list their properties for sale pay a $25 fee per 
month (with two-month minimum). 

For information on listing a property contact: The National 
Multiple List, Suite 11, 5401 Twin Knolls M, Columbia, MD 21045- 
3247, Voice Line: (301) 995-1118, Data Line; (301) 350-2396. 



F-1 4 Tomcat 

Xlctivision's r-14 Tomcat is a Naval Weapons Fighter School 
simulation for the Commodore 64. F-14 Tomcat features 80 
randomly-assigned missions In Ave theaters of action: the Persian 
Gulf, Central America, Libya, Korea and Lebanon, The simulator sells 
for $39,95, For further information contact: Activislon, 3685 
Bohannon Dr., Menlo Park, CA 94025. Phone: (415) 329-0800. 

Continued on page 10 
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YOU NEVER KNEW YOUR AMIGA 
COULD BE THIS GOOD! 



WITH THE MOST OUTSTANDING PAINT 
FFA'IIIRES, SOPHISTICATED OI'i-HATIONS 
AND SPECIAL EFFECTS ONLY BEFOKE 
AVAIIABLE ON DEDICATED GRAPHIC 
WORKSTAFIONS, PHOTON PAINT 2.0'S 
KIWER IS LIMITED ONLY BY YOIIR 
l\L\C;iNATIONr 

Just look at some of Photon l*aint 2.0's fea- 
tures: • Contour Mapping • Light Source 
Specification and Shadowing • More Sophis- 
ticated Brush Operations •Stretch Option 

• 4,096 Color Palette • Page Flipper 

• Magnification • Ruh-thrcjugli • Panto- 
gniph •Blending •Full Manipulation of 
Color Values • Colori7^tion • Air Brush 

• Stencil •Fill Polygon •RGBandHSV 

• And Photon Paint is fully compatible with 
the Photon Video Scries and most Uiird 




I.i) Lll'GIUDl- fur information call: 



party art and animation systems I 

This is what the critics said about Photon 

Paint LO (wait until they try 2.0!): 

"Photon Paint is an essential part of the ideal 

Amiga graphics studio." Roger Goode, 

Amiga World 

"...the cutting edge of paint program tcch- 

nolog>' and a step into the future for Amiga 

graphics." Louis Markoya, Amiga Transactor 

"...this program is dynamite and is a must 

have for every graphics affecianado." Mark 

Smith, The Amiga Sentry 

"Photon Paint is without a doubt the most 

complete painting program available for the 

Amiga..." Lewis Tilley, Your Amiga 

Pliocon Paint Is a imdcnurk uF Mkrollliulom 

Amiga and Commodore arc trademarks of Commodore 

IniemaLJonal, Inc. 



17408 Chatsworth St., Granada Hills, CA 91344 

Inside a8I8/360-37l5 • Outside CA WX)A22-204l 

FAX 818/360-1464 



NEWS • NEWS • NEWS • NEWS • NEWS -NEWS • NEWS • NEWS 



Continued from page 8 

Space Station Oblivion 

space Statlott Oblivion is a new sci-fi thriUer from Epyx for the 
Coimnodore 64 and Amiga. In the far-distant future you must save 
your own planet, Evath, from being thrown liead-long out of orbit by 
one of Evath 'b soon-to-explode moons. Your mission is to release the 
poisonous gases brewing Inside the distant moon before they reach 
the boiling point. The Amiga version of Space Station Oblivion 
sella for $49.95, the Commodore 64 version for S39.95. For details 
contact: Epyx, Inc., 600 Galveston Dr., Redwood City, CA 94063. 
Phone: (415) 368-3200. 



Super Releases from 
Precision 



X reclslon, Inc. announced the release of two new products at the 
World of Commodore in Philadelphia. Snperljase Personal 2 is an 
Amiga database for users who don't require the database 
management language or forms editor included in Snperbase 
Profaselonal 3. The program still Includes the text editor, maU 
merge capabilities and relational data entiy. Snperhase Personal & 
retails for $149.95. 

■^-if^^ f r*""^'^-^ 



r 




Snperplan is Precision's new Amiga business tool that combines 
spreadsheet, project management and business graphics 
capabUitles. The program is AEesoc compatible, allowing users to 
exchange data vrith other programs (including Superbase 
Professional 3), Superplan has a suggested retail price of $149.95. 
For details contact: Precision, Inc., 8404 Sterling St., Suits A, Irving, 
TX 75063. Phone: (214) 929-4888. 




Magni 4004 Genlock 
Upgrade 

iViagni Systems, Inc. has added a software control option to their 
Magnl 4004 Genlock for the Amiga 2000. The new option allows 
4004 effects (cuts, fades, adjustable fade rates, etc.) to be controlled 
with Amiga fimctlon keys or a mouse. The user- installable upgrade is 
avaUable for registered owners at a price of $75. The upgraded 
Magni 4004 Genlock retails for $1695 (41995 with remote control 
opUon). For more Information contact: Magnl Systems, Inc., 9500 
SW Gemini Dr., Beaverton, OR 97005. Phone: (800) 237-5964. 

PAGErender 3D 

iViindware International has released an Amiga 3D animation and 
rendering package for use with Haitex Resources' X-Specs stereo 
glasses. PAGErender 3IJ provides a hbrary of tools for building and 
restructuring animated objects. The program has a suggested retail 
price of 8159.9S. For details contact: Mindware International, 110 
Dunlop St. W., Box S2158, Barrie, Ontario, Canada L4M 6R3. Or call; 
(705) 737-5996, 

Red Siorm Rising 
Ultimate Challenge 

cT^i?Ci^^ "JT' '^'^'«"^^- ^p^-^'i by 

to Scotland^d E^fZf S12r^/pS^ ^ 

See page 16 for mT^^ '^''' ^^^° '' °^^ °ther prizes. 

Milte Rivers, Technical Editor-I009 ER 
fromSrsSyoS°"^^-^°--^^«- He-are seme tips 

"Mission Complete ReoTav m ^ T ^°" ^'''' "^^^ "^'^ ^he 

doesn't appeTlt meSel?, ,1'^^' '^^''''- ^ "^ ^'^'^^ 

destroyed yet ''' ' ' '"^ °^ '''^ ^^ haven't founder 

* When you are told bv voup pvaw th,. t , ^ 

you,don-tpamc.IftoSrWem^^^^^^^^ 

watch on It but don't hp tnl .„ ! 2000 yards away keep a 

U a torpedo has closed to within 2000 yards-nanlcii a 
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Now you can take home some of the best Arcade games you've ever played, 
' m to play on your ovin personal computerl 

fflful programming has taken the superb graphics and addictive game play of Arcade hits Double Dragon and 
Sidewinder and faithfully reproduced them in home computer versions. 
^t Join in deadly combat with the savage street gang of the infamous Shadow Boss in Double Dragon. 
Indulge in an orgy of action and destruction in the high-energy shoot-em-up Sidewinder (part of the Awesome Arcade 
Action pack on Amiga and Atari ST). Goon the rampage and smash buildings and munch tiny natives in Aaargh! 
Nothing but endless Arcade action - Arcadia has spared no quarter! 




D I 



Doubte Dnfon hifoinlputilicilkiniif Arodii and Tndcwen. 
© HM Hiitertrgnic InltnHtionil, Int. Ut«i«<l (ram TtdinmIi|iJn. 
Aruiji) It J mtmbtr o( th» Mutertrenk Croup. 

ARCADIA 71 1 West 17th St., Unit G9, Costa Mesa, CA 92627. 
Tel. (714)631-1001. 




^TT^is month's crop of tips is especiaUy wide-ranging, and is ac- 
JL companied by two pieces of important news. First, we're 
holding another programming contest, the detaik of which are 
printed bebw. Second, our book of Tips & Tricks has a name. Ifs 
called Lou Sander's 'Kps and TVicks for Commodore Computers, 
and will include every item ever printed in this column, plus 
many additiojis and improvements. Publication is scheduled for 
March or April— keep your eyes open for specific announcements. 

ril keep my own eyes open for Tips & Tricks from you. Write 
them up, put your name on them, and send them to: 

Louis F. Sander 

P.O.Box 101011 

Pittsburgh, PA 15237 
Successful contributors will be paid at least $10 and will see their 
name and work in print. 

Programming Contest 

Here's a fun way to make $100 in your spare time. We're run- 
ning a contest to find short and iisefjd reader- written programs 
for Commodore computers. Here are the rules: 

1. Programs must serve some useful purpose outside the 
world of computers. Programs for science, math, business, edu- 
cation, household calculations and similar uses are acceptable. 
Games and computer utilities are not. Of this month's pro- 
grams, only Lotto would fit in the "useful" classification. 

2. Programs must be shorter than four blocks on the disk. If 
the directory says one, two or three they are OK. If the directory 
says four, they are too long. Most three-block programs are 
shorter than 25 lines, but everything depends on the length of 
the lines. 

3. Entries must be submitted on a disk, accompanied by a 
listing and instructions. Sony, we cannot return Uiis material to 
you. 

4. Judging will be based on usefulness, originality and overall 
user fiiendliness. The best program will be featured in "Rps & 
IVicks" and will receive a prize of $100. The best of the others 
will be published and paid at our usual rates. 

5. Entries must be postmarked by midnight, March 15, 1989. 
Send them to me, at the address at the head of this a)lumn. 
Louts F. Sander 

Pittsburgh, PA 

Salvaging Mutilated Disks: Just because a disk is folded or oth- 
erwise mutilated doesn't mean it's totally ruined. A few days 
ago, someone who should know better mailed me an important 
disk without protecting it in any special way. No disk mailer, no 



cardboard, no styrofoam, no nothing— she just put it in an enve- 
lope and sent it. 

As the package moved from the west coast to Pittsburgh, the 
Postal Service saw fit to fold it almost in half. When the mail- 
man put it in my mailbox, he folded it around the normal-sized 
letters in the delivery, just as he always does with oversized ma- 
terial. 

Needless to say, when I opened the envelope I saw a very sick 
diskette. Its edges were crinkled in a dozen places, and it 
wouldn't sit flat on the table. When I put it in my drive, it 
wouldn't even rotate. Since this pathetic piece of plastic held 
some very important software, 1 was willing to do anything to 
save it. What I did was easy and effective. 

First I took scissors to the mutOated disk. 1 wanted to remove 
the inner plastic disk without doing it fiuther harm, lb do this, I 
carefully opened the top edge of the black plastic jacket, being 
extra careful not to cut or touch the inner plastic disk. (The "top 
edge" is the one opposite the oval opening where the heads have 
access to the disk. It's the edge you see when the disk is safely in 
the drive.) Tbuchlng it as litSe as possible, 1 carefully removed 
the inner disk from its envelope, obsen^ing that it was intact, 
flat and undamaged. That wasn't too surprising, considering 
how tough and flexible it is. I threw away the damaged black 
plastic jacket. 

Then I performed the same surgery on an unmutilated floppy 
disk, this time being most careful with the outer plastic jacket. I 
removed the guts and threw them away. 

Finally I slid my valuable inner disk into the second black 
plastic jacket, which left me with a mechanically-sound assem- 
bly that had an opening in its top edge. 

I put it in my Sdve and tried to load a directory. Everything 
seemed to work. I copied everything onto a new unaltered disk, 
and my software was as good as new! 
Louts F. Sander 
Pittsburgh, PA 

64 Sub Hunt: You're in command of a Destroyer locked in battle 
with an Enemy Submarine. The sub's commander is aware of 
your presence and is taking evasive action. As the sub unpre- 
dictably changes course, you attempt to hit it with your Depth 
Charges. 

Drop a depth chaige by pressing any key as your ship passes 
over the sub. Each time you hit the sub, he's forced closer and 
closer to the surface. The game ends when he has been foirod aU 
the way up, and you puU alongside and board him. 

Cotitmued on page 119 
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F- 19 STEALTH FIGHTER will turn your PC into the hottest new 
flying machine on today's electronic baltlefront. The graphics are 
that vivid ... the animation that smooth ... and the feeling of flight 
that convincing. It's out of sight! 

But F-19 is no joy ride. Dramatic game play challenges you with 
a lifetime of action. Fight your way through hundreds of missions 
packed into the real- world regions of Libya, the Persian Guli, the 
North Cape and Central Europe. 





I ij il i C (\ 

Combat will dazzle you as never before. In heart-stopping 
dogfights, use TrakCam to lock onto enemy MiGs. Or engage 
TactiVue for an outside perspective that always keeps you 
and your target in sight. 

To be literally out of sight, learn the secrets of stealth flying — 
maintaining a low electromagnetic profile to evade enemy 
radar and mastering the tactics that only a stealth pilot dares 
to try. 



1 80 Lakefronl Drive. Hum Valley, MD 21 030 (301 ) 771 -1 1 51 
For Tb M -PC XT'AT/PSa.TAU D¥ com pat.bta s. Suppons VGA. 
MCGA. EGA, CGA and Hsiculosgr.iphiics. 
Can! lirjd F-19? Call (3011 77Mlil, WMiidays Bam lo 5pm 
EST and order D* WtVtSA or ni.nl ctieCK Tiongy orrier (or 
S69.9S lof IBM-PC Tandy (speC'ltdiSB 5'lul. U.S, funds only. 
MD lesidenis add 5". sales lai Free srupping m U.S.: S5 CIO 
iniemaiionai. Aitow i -3 waeks lof U.S. oeifvefy. 



Actual Screen Shots May Vary 



o u 



N 




Compiled by Louis F. Sander 



fj'ere are some more great game tips for Commodore comput- 
mTR ers. Many of them work on the 64, 128 and Amiga, in addi- 
tion to "off-brand' machines such as Apple and IBM. 

With only a month between issues, the Assay Office has no way 
of testing every nugget thai the Gold Mine produces. Also, many 
of the tips require skill as well as knowledge, or work as described 
only on one variety of machine. In other words, don't be too upset 
ifagiven nugget doesn't work for you. 

If you'd like to share your own game tips with the world, write 
them up and send them to: 
The Gold Mine 
P.O. Box 101011 
Pittsburgh. PA 15237 
Ih increase the chamxs of seeing your tip in print, just follow 
these simple rules: Use a separate sheet of paper for each game, 
and combine all tips for one game onto one sheet. Put your natne 
and address on every sheet you send. Combine all sheets into one 
envelope and send it in. Neatness counts. 

I do favor the tips that are typed or printed, double spaced, on 8 
112' X U" paper. Handwritten tips are acceptable, but less likely 
to be picked for publication. My stomach gets upset when I receive 
little cut-up stiips of paper or sheets that are torn out of spiral no- 
tebooks; do us all a favor and avoid them like the plague. 

Whether you send in your own tips or not, please take plea.sure 
in this month's column. And wherever wu live in the world, re- 
member thai Gold Mine Rules! 

Amazon: When you bribe the dude, only give him $5,000. 
Christian Sofhvare 
Address Unknown 

Archon II: At the beginning of the game or when you are low on 
ener^, it is important to get more. You can build it up by mov- 
ing your adepts to unoccupied spaces in their own demesne. You 
can conserve energy by not attacking an enemy with a demon or 
elemental on the same turn as you summoned it. It is important 
to have a high power bar. The more creatures you have on the 
board, the more power it takes to support them. 
Doug Crass 
SeUersburg, IN 

Beach Head II: In the rescue scene the Allies can ignore the sol- 
dier on the top of the wall if the escaping prisoner is walking 



slowly. If he is walking fast, the Allira can ignore the machine- 
gun truck. This saves lots of time in destroying the tanks and 
trapdoors. 
Contributor Unknown 

Below the Root: You can go underground at any point by drop- 
ping an object at the right edge of the screen. This moves half of 
the object down to the next line on the far side of the screen, 
causing an opening your Quester can drap through. Light a hon- 
ey lamp before dropping through, or carry the spirit lamp, so you 
can see well enough to keep from getting stuck in a wall! This 
also works in the IBM version. 

Also, healing yourself before pensing animals will keep you 
&nm needing food or rest, and pensing the animal restores the 
spirit eneiigy you used in healing. 
Jacob Ogles 
Leesburg, FL 

Championship Wrestling: I prcfer to use K,C. with this method, 
but anybody will do. Soften up your opponent with your favorite 
moves. When his power is low, kick him from the top rope, and 
he should fall down. Now use leg drops until you get 650 points. 
He won't be able to get up, so you can pin him or use your cus- 
tom move. Remember, you can only get 999 points per penson. 
Thm Donovan 
Address Unknown 

Commando: At the second gate, soldiers come from all sides, 
making the famed "rude greeting approach" impossible. "Rude 
greeting" is standing to one side of the door and letting enemy 
soldiers run headlong into a stream of bullets. When you meet 
the second gate, approach quickly and start throwing grenades. 
You'll kill half of your enemies before they can even shout. Be 
careful, though, and don't stand stiU! 
Matt McLaine 
Walterboro, SC 

Uemm Stalkers: Save your character after achieving each level, 

especially the more difficult ones. If you don't, you'll wish you 

had when your character dies, and you have to replay the levels 

he conquered since you saved him last. 

Myron Brown 

Craig.^ville, WV Continued on page. 112 
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The only computer games to cam an official 



USA 




license from the 1988 V. S. Olympic Team. 



t 



ilHE GAMES 
SUMMER, 
X WINTER, 
SPRING AND RILL 




SUMMER EDITION: 

The heat is on in Seoul. ■ 

Relive the heart-pounding 
excitement experienced by the 1988 
U.S. Olympic Team. 

Sprint down a track, clearing 
the high hurdles by a thousandth of 
an inch. Pole Vault to new heights. 

Hold an iron cross on the 
Rings, Follow up with a triple 
twist in the Diving 
event. Then try 



.ll^^b», for another medal 

''■ . / or two in Sprint 

Cycling, Hammer Throw, Uneven 

Parallel Bars or Archery. It's your 

chance to make history. 

WINTER EDITION: 

Chilling comiietition in Gaigapy. 

Rocket off the Ski Jump. 
Ski the Downhill, Slalom 
or Cross-Country courts. 
Speed Skate, Figure 
Skate, and 




The Games feature 
dramatic camera angles, 
first person views, 3-D imagery and 
exciting sound effects. Plus opening, 
closing and award ceremonies. 

Take on the computer, a 
country or your friends. (Up to eight 
can play.) And to make the action 
even more heated, play with an 
EPYX high performance joystick. 

These Games will keep you on 
the edge of your seat ail year long. 

«' 13S8 EPYX, Inc. Aulhorized pursuant Ki 36 
U. S, C. section 380. Screens from Commodore 
and IBM. 




■PYX 



Presenting the Red Storm Rising™ Ultimate Challenge 




Wow Red Storm Rising — the gripping World War III 
submarine simulation by MicroProse Software for the 
Commodore 64 — is more exciting than ever. Your skill as 
Captain of a nuclear attack sub In the North Atlantic can win 
you and a companion an unforgettable visit to Great Britain! 

MicroProse Software and Commodore Magazine have 
convened a Board of Naval Examiners to find the Admiral of the 
Fleet — the very best Red Storm Rising nuclear submarine 
commander in the world. 



Grand Prize 



In September, 1 989, the Red Storm Rising Admiral of the Fleet 
and a companion will travel on a 7-day expense-paid travel 
award to Great Britain. They will visit Dunoon, Scotland, home of 
the US submarine base at Holy Loch from which Red Storm 
Rising players operate. Then it's on to London, where they will 
marvel at the huge, international 1989 Personal Computer Show. 
The Admiral of the Fleet will also win a complete library of 
current MicroProse Software titles for the Commodore 64, a one- 
year subscription to Commodore (Magazine, and Red Storm 
Rising materials autographed by Tom Clancy, author of the best- 
selling novel, Red Storm Rising. 



Prizes for Runners-Up Too! 



The First and Second Runner-up Vice Admirals will receive a 
Commodore 128-D Computer System, a complete library of 
current MicroProse Software titles for the Commodore 64, a one- 
year subscription to Commodore Magazine, and Red Storm 
Rising materials autographed by Tom Clancy. 

Another seven Vice Admirals will receive a complete library of 
current MicroProse Software titles for the Commodore 64, a one- 
year subscription to Commodore Magazine, and Red Storm 
Rising materials autographed by Tom Clancy. 



Strategy 



^rl^to 




First, send for your Official Log Form and complete Rules (see 
"To Enter" on next page). Then, start playing the full Red Storm 
Rising campaign game and learn to achieve maximum Efficiency 
Rating (ER). (For your initial entry and first round of competition, 
your best campaign will be the campaign with your highest ER.) 
Learn how to protect the ER of your campaign in progress by 
choosing the "Computer Log" option at the "Contact Screen" 
preceding each battle, and then saving your game. (The 
"Contact Screen" is shown at right.) If your performance does not 
meet your standards in the ensuing contact, you can re-play it 
(before going on to another battle) without losing your previous 
score. On the Official Log Form you will fill in the details of each ^ 

of your most successful battles in your best campaign. Before -^ ^ 

you fill out the form, you might make photocopies so that you can CjOlTirriOClOrG 
keep trying for higher and higher ERs, magazine 




puler 
— ulation. 
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sponsored by Commodore Magazine and MicroProse 





Dunsan. Sect arid witn a Mlti US Navy SuOmanne 
Squadron ship and floating aock m iha Holy Loch. 



AEn^biid! 



1. Obtain an Ollicial Log Form and the complete Rules hy 
sending a letter or postcard as soon as possible to the Red 
Storm Rising Board of Naval Examiners, 180 Lakefront Drive, 
Hunt Valley MD 21030. (Several pre-addressed postcards tiave 
been inserted into this edition of Commodore Magazine.) 

2. Submit your final game save disk (one disk only) and a 
completed OHiciat Log Form from your highest-ER Red Storm 
Rising Campaign to: Red Storm Rising Board of Naval 
Examiners, 180 Lakefront Drive, Hunt Valley MD 21030. Your 
entry must be received not later than March 31, 1989. 




Naval Operations: Orders 



The Board of Navat Examiners will make every effort to ensure 
that the Red Storm Rising Ultimate Challenge is a fair 
competition and a meaningful test to all who enter. As you 
proceed into the higher levels of competition, the Board of Naval 
Examiners will advise you of specific examination procedures. 



The Timetable 



March 31, 1989 

Aprils, 1989 
April 10, 1989 

April 17, 1989 



Aprit 30, 1989 
(Red Sunday) 

May 1,1989 



Late Sept., 1989 



Deadline for Board of Naval Examiners 
to receive Official Log Form and final 
game save disk from Entrants seeking 
promotion to Admiral. 

During this week, the Board of Navat 
Examiners will select 15 Rear Admirals 
from among All Entries received. 

During this week. Appointments will be 
set for 15 Rear Admirals to be 
interviewed via telephone, by the Board 
of Naval Examiners. 

During this week, the Board of Naval 
Examiners will interview the 15 Rear 
Admirals, and grant promotions to 10. 

Ten (10) Vice Admirals will compete in 
the Red Alert War Game for the right to 
be called Admiral of the Fleet, 

Verification Process Begins; Vice 
Admirals return records from the Red 
Alert War Game, 

Admiral of the Fleet and a companion 
depart on their 7-day travel award to 
Scotland and England. 



CommcMJorfS £4 93 a rsgiaidred tradennarlt 
o1 CofTvmwtoTfl Eleciionici UFTltsd- 



Red Elwru RWng by Tom CUncf 1986 by 
Jack Ryan Enlarprlses Lid and Larry Band. 



Keep your calendar open for all steps in the Timetable. 



Watch the News Section of Commodore Magazine for 
liAore Information on the Red Storm Rising Ultimate 
Challenge. 



64 AND 128 SOFTWARE REVIEWS 



Reviewed by Russ Ceccola 



Platoon 



Computer: 


Commodore 64 


Publisher 


Data East 




470 Needles Drive 




SanJose,CA 95112 


Medium: 


DLsk 


Price: 


$39.95 



Gamea based on movies usually turn 
out to be half-baked attempts at en- 
tertairunent software. Their only raison 
d'etre is usually to exploit the movie's 
copyright to tJie fullest extent. Sometimes 
this works, sometimes it doesn't. The ca- 
sual gamer who doesn't buy much soft- 
ware or who doesn't read reviews of a 
game before buying is the prime target for 
the "based on the popular movie" trap. 

Platoon, on the other hand, has none of 
these problems. The game substantiates 
all the flashy supportive advertising and 
is both fiin and challenging to play. 

Platoon actually consists of six .sections 
that comprise a story. This plot is only 
loosely based on the movie's, but the one 
or two aspects that come from the movie, 
together with a general atmosphere that 
permeates the game, capture the spirit of 
the film. The game is based upon the 
preniise and tag line for the film; "The 
first rasualty of war is innocence." The ob- 
ject of the game is to make it through the 
six mini-games while keeping your mo- 
rale high. A morale bar indicates how 
high this attribute really is. 

The six sections are all well-designed. 
They each throw many obstacles at you, 
which hone your joystick skills in different 
areas. None of the sections are really very 
hard ones you get used to the controls for 
that section. Each section takes a different 
length of time to finish, with an average 
length of about three or four minutes. By 
far the longest is the combination of Sec- 
tions 1 and 2. 

Sections 1 and 2 arc joined together, 
you scroll from Section 1 (Jungle) to Sec- 
tion 2 (Village), with no disk access and 
screen blanking in between. This is a nice 
transition; the scenes blend well t<^ther 
from a stoiy standpoint as well as visually. 

In the jungle, you must make your way 
through an assortment of paths, avoiding 
enemy attackers and traps while trying to 
get to the village. The screen shows a side 
view of your man with paths going left 
and right and a pseudo-3D perspective 
showing paths going fonvard into the 




screen and out of the screen. The object is 
to explore the paths until you find a case 
of explosives and then the bridge that 
leads to the village. The explosive are 
automatically placed when you cross the 
bridge, causing an explosion a few seconds 
later. 

The graphics are really good in Section 
1, as they are throughout the entire game. 
However, I noticed one problem with this 
section of the game that doesn't go away 
with practice. In fact, this is the only prob- 
lem that I found with the game. You 
sometimes find trip wires you must jump 
over that instantly kill one of the men in 
your six-m£m platoon. Each man is capa- 
ble of receiving four enemy hits before giv- 
en a "retired in action" status, after which 
you must switch control to another man. 
Normally, you can switch control at any 
time to preserve your entire platoon for 
later stages. Unfortunately, one encounter 
with a trip wire counts as four hits, and 
your man is gone. This would not be a 
problem, since you can jump over the 
wirra. The problem is that the trip wires 
are placed randomly throughout the jun- 
gle, and sometime; they wind up directly 
in front of one of the up or dovm exits firom 
the current screen, 111 e trip wire's disap- 
pear when you step on them, but I've 
found an easier solution. Just walk off the 
screen (either scrolling left or right or go- 
ing up or down) and walk back again in 
the opposite direction and the wire will be 



gone. This is not very realistic. The pro- 
gram should not put a trip wire in &t)nt of 
an exit. 

You complete Section 2 so quickly that 
it doesn't really require a separate name. 
You enter a village with about seven huts 
arranged in about as many screens that 
scroll left and right. Each hut has some- 
thing in it: an enemy soldier, useful items, 
a trap door, "red herring" items or booby 
traps. Move your soldier left and right, 
avoiding trip wires and the enemy to 
make it in front of a hut. Push forward on 
the joystick to get into the hut (which re- 
veals an invisible wall view) to .see what's 
inside. You discover what an object is in 
the hut by pushing forward on the stick 
again while standing your man in front of 
the object. You are looking for a flashtight 
("torch" in the manual), a map and a trap 
door into Section 3. There is no random- 
ness in the placement of objects in the 
huts. After finding them the first time, 
you breeze through this section in 30 sec- 
onds. After Section 2 is completed, the 
screen blanks and the disk drive spins for 
about ten .seconds, as it will between all 
other sections. 

Section 3 (T\mnel Network) is my favor- 
ite of the game because, although you 
must follow a pattern to finish this part of 
the game, it still requires joystick skill to 
complete. There are three jrarts to the 
screen: 3D view of your location in the 

Coiitin ufd on page 114 
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NOW PLAYING AT A SOFTWARE DEALER NEAR YOU 

Avaltablo tor Amiga, Oommodofa 84, IBM PC. Apple llfls. and Alari ST, which aro Iradomnrks rospeclliiBly 
of CommodOfO-Amtga, Commodore EHootronlca, Hd,, Intomatioiial Business Machrnea, Appkt Cornpultrr Ino., and Aiari Inc. 

Cinemaware Corporation, 4165 Thousand Oaks Blvd., Westiate Village, CA 91362 



64 AND 128 SOFTWARE REVIEWS" 



Reviewed by Mark Cotone 



Rockford: The 
Arcade Game 



Computer: Cflmmocloro f>4 

Publishen Ai-cadia'Electronic Arts 
1820 Gateway Drive 
San Mateo, CA &1404 

Medium: Disk 

Price: $19.99 



For those arcaders fortunate enough to 
have ever tackled any of the various 
Boulder Dash contests that have tunneled 
across our Commodore screens over the 
past five years, Fve got some great news. 
Electronic Arts has just released the next 
chapter in this successful series entitled 
Rockford: The Arcade Game, and it is by 
far the most captivating, complex and 
challenging offering in the entire spelunk- 
ing bunch. The tunnel mazes jue a little 
tougher, the rerebral tests a little more in- 
volved, and the roaming creatures a little 
deadlier; all adding up to a contest that's a 
whole lot of fiin. 

On the other hand, for the relatives, 
spouses, friends and associates of these 
addicted Boulder Dash players, I'm afraid 
the news isn't nearly as good. I urge you to 
go to your arcade acquaintances as soon 
as possible and finalize decisions, settle 
problems and say your fond farewells. For 
as soon as the Dos/iaholics get their anx- 
ious little hands on this new offering, 
they'll waste no time delving deeper and 
deeper into its alluring far reaches. 
Chances are you won't see them for weeks, 
maybe months. Accept this fact and have 
pity. They cannot help tliemselves. 

Before we go any further, in case there's 
a rare person or two new to the Boidder 
Dash phenomenon, let's quickly outline 
the basics of the game. You are Rockford, 
a hard-working fellow who was bom to 
dig. With shovel fumly planted in hand, 
you aren't happy unl^s you're displacing 
dirt; burrowing down into the eaitii's bow- 
els to search and explore. The neighbors 
think you're a bit peculiar, but you have 
your reasons, which we'll get to momen- 
tarily. 

If you've ever seen one of those glass- 
sided ant faiTOS that hobby stores adver- 
tise, then youll have no trouble visualiz- 
ing this contest's play field. It's as if some- 
one has just taken a subterranean cross 
section and pressed it up against your 
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monitor's picture tube. There's lots of dirt, 
a fair number of boulders and a few creepy 
crawlers all packed together to form a 
random network of tunnels that rise and 
fall as they stretch out across the under- 
world, lb make things interesting, sprin- 
kled among these familiar elements lay 
an assortment of prized riches. Gems, 
gold, coins and other valuable trinkets are 
generously scattered throughout the 
earth, patiently waiting to be harvested, 
TUlk about rich soil! It becomes easier to 
understand your surrogate's «x»ntric dig- 
ging desires. The object of Rockford— the 
miner and the game — is to enter each 
cave, excavate the required number of 
treasures from its strata, and exit before 
the limited allotment of time expires. 
Beat the deadline, and you'll receive point 
value for your collection, along with access 
to the next, more difficult level. But if 
you're tardy or careless, then one of Rock- 
ford's four lives will be wasted, and you'll 
be asked to try again. 

The secret to the past and continued 
success of the Boulder Dash series is that 
they all fit that arcade dream formula of 
simple to play and impossible to master. 
Within minutes one can easily pick up a 
joystick and start shoveling away like an 
old pro. But there are so many variables 
at work in each cave, and so many nu- 
ances to be factored in, that there's the po- 
tential for new puzzles and predicaments 
each time the game is played. 

For example, let's take a look at Rock- 
ford's most obvious enemy: gravity. Rock- 
ford htis two options for dirt removal. He 
can either plow through the earth with his 
body, leaving a newly formed tunnel in his 
wake, or he can extend his shovel out into 
any adjacent area and scoop the dirt aside. 
Fyou're up on your physics, you'll realize 
that in both cases, as your miner is work- 
ing to remove soil, there's a good chance 
that any heavy object stationed above him 



will crash down and fill the vacated space. 
Every step you take and every treasure 
you remove has an effect on the overall 
structure of the play field. And each time 
you approach the same subterranean test 
with even a shghtly different turn or 
twist, you are forming a unique tunnel 
course, as well as a unique video puzzle. 
Even one deviant step to the left or right 
can spell the difference between untold 
riches and a killer cave-in. 

Now, as far as the dig, gather and ^- 
cape principles are concerned, Rockford: 
The Amide Game is very similar to its 
forerunners. And the size of the quest also 
meets expected dimensions, with the usu- 
al gargantuan 80-screen contrat awaiting 
your shovel. But like its namesake, this 
game also forges fonvard; it builds on the 
Boulder Dash reputation by supplying a 
few ground-breaidng additions of its own. 

The most significant modification is a 
change in environment. Seasoned Dash- 
ers are likely to check the package title to 
make sure they're playing the right game. 
These are not your traditional, everyday 
dirt and rock grottos. For the first time, 
the designers have allowed Rockford to 
don some brand new mining outfits, sfip- 
ping him into some novel roles and set- 
tings. Five varied worlds await your sur- 
rogate, each presenting different sur- 
roundings, treasures and goals. You start 
your mission at the Caves of Craymar as 
Rockford the Hunter, exploring the Pha- 
raoh's treasure store in search of sacred 
death masks. Next you're a cook collect- 
ing apples in the mazed Kitchens of Kys- 
sandra, and then it's off in your cowboy 
gear to snatch hidian coins on a search for 
El Dorado. The fourth world takes you to 
deep space, where you'll be asked to gath- 
er stars from the heavens, and then you fi- 
nally arrive back on earth for a stop at 
Frankenstein's Lab, where hearts must be 

Ciinlinmd on page 110 



20 FEBRUARY 1989 




Arcade 

advenluie 

at its 

finest... 

Fast-paced, exciting 
combat demands the 
use of all your wits 
and endurance to best 
a world teeming with 
assassins, wizards 
and monsters. Exp>e- 

rience captivating graphics of an unprecedented cal- 
ibre. Relentless opponents will hone your combat 
skills to a razor's edge. A simple yet powerful menu 
and icon interface provides effortless interaction with 
the world and its people, while the incredibly smooth 

aniniation 
presents a 
continuous 
panorama of 
action and 
adventure. 




Fantasy 
rale- 

ai Ite best! 

Astonishing realism 
is yours through 
scoresofuniquechar- 
acters and sophisti- 
cated conversations. 
Immerse yourself in 
the sights and sounds 
of an ancient world embroiled in turmoil — the disap- 
pearance of the king and his young 
son — the struggle 
for control of the 
realm. The stakes 
are high; your role 
as the hero-for-hire 
requires all the cour- 
age and savvy you 
can muster. Your 
quest for truth will 
teach you much of 
the distinction be- 
tween appearances 
and reality. Magic 
and intrigue com- 
bined with finely 
crafted game-play 
bring you the best 
of fantasy in... 




Times of Lore 



2} »U ].W«.Wt4M) lam 
MCiH- 



3) mtU chKk (U.S. I) or VISA 
/MC#, ctrdlschtdtr nimt tnd 
CKplrvtIOD d*t» to Origin. All Ter- 
tlOM S39Sf plui SIJS lUpplni 
iBElb«]idllii(H Allow fOwHlu for 
dtllvcrr. 



Tiy it! A dtmo disk of Times 
of Lore ii now available for 
the Commodore 64/128IC. 
Send$2.50lo Origin fa ryauri 
and credit it towards a diiect 
order purchase. 



Available loi the IBM -FQ Tandy/ 
compatiblei, Apple II Series, Com' 
modoie 64/123, Amiga and Atari ST. 



Tlnwi of Leu It 1 tnil«maf h «f Ori^n Sytton*, tnc 



Stunning graphics and animation 
Fast-paced combat action 

• Dynamic conversations 
• Compelling plot 



h 

miliURIGIr^ 



136-B Harvey Road, 
Londonderry, NH 03053 
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B4 AND 128 SOFTWARE REVIEWS" 



Reviewed by Scott A. May 



Rastan 



Computer. Commodore 64 

Publishen Paito Software, Inc. 
267 West Esplanade 
North Vancouver, B.C., 
Canada 

Medium: Disk 

Price: $3^.95 



Let's face it. Arcade players — not just 
the games— are changing. A new 
breed of player has hit the scene: micro 
warriors with titanium nerves and laser- 
quick reflexes. It's downright embarrass- 
ing for those of us who still break out in a 
sweat battling Space Invaders. 

The evolution of arcade players has 
brought drastic changes in electronic en- 
tertainment. Recent arcade games aiie not 
only better, they're bigger, faster and 
tougher. 

Keep this in mind when you boot up 
Rastan, the mega-hit coin-op brought to 
the home screen by Tkito. Don't expect 
sympathy when you've sunk to the depths 
of arcade frustration, lost in the hostile 
wildem^s or stuck in an ancient castle. If 
you weren't so dam good, we wouldn't he 
in this mess. 

The setting for Rastan is the distant 
land of Lograth. It is a time of powerful 
magic and constant turmoil. Creatures of 
unspeakable evil stalk innocent victims. 
They swoop out of the sky, crawl among 
the rocks and slither from cracks in the 
earth. There is nowhere to hide. 

As Rastan, a powerful young warlord, 
you must seek out and destroy the source 
of corruption, the satanic Castle King. 
Your quest will take you through six 
reahns of darkness, each more difficult 
than the last. Risk your life crossing dead- 
ly terrain, only to battle vast hordes of 
mutant beasts. Tferminate the Castle 
King and restore Lograth to tranquility. 

Rastan survives the trip from coin-op to 
home screen surprisingly intact. The only 
compromises made in its translation to 
the 64 result in fewer graphic embellish- 
ments and slightly stiff animation. Nei- 
ther affects game play, however, and are 
soon forgotten once the action begins. 

The slim instruction manual — appar- 
ently a Thito trademark— yields as little 
information as possible. Players are given 
strictly bare-bones material— joystick 
movement, a list of items to watch for, en- 
emies to defeat and scoring. Obviously, 
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the less you know, the more mysterious 
the game. 

Regardless, Taito really needs to work 
on their instruction manuals. At best, 
most information presented in the guide 
is intentionally ambiguous. Thito should 
learn that user manuals are sacred cows 
not to be taken lightly. 

Joystick controls are straightforward 
and easy to learn. The eight joystick posi- 
tions permit Rastan to walk, jump or 
crouch in all four directions. Pressing the 
0re button causes him to use the current 
weapon (usually a sword, axe or mace). 
Pressing the button while jumping up re- 
sults in a leaping thrust, useflil for elimi- 
nating high-flying adversaries. Finally, 
Rastan can continue to swing his weapon 
even while climbing or falling. This tech- 
nique is the only way to advance in many 
stages of the game. 

The top of the screen displays your 
health status in the fonii of a bar graph. 
Next to that is a beating heart. Not a cute 
Valentine's heart, mind you, but a pump- 
ing blue and red vascular organ with 
veins and everything. As the health bar 
becomes shorter, your heart visibly beats 
faster, slowing your reaction time. It's 
enough to make a warrior hang up his 
sword and take up fanning. 

Just when it appears this game doesn't 
cut the player any slack, we stumble upon 
the extended play feature. Although you 
are given only four hves at the beginning j 
of the game, losing your final life doesn't 
spell defeat. The designers graciously al- 
low you to resume the game where you 
left off, with four new lives. Surprisingly, 
this option is offered not once, but three 
times during the game. Even after ex- 
hausting every chance, the worst you 
must faa' is starting over from the begin- 



ning of the current level. 

Your enemies in the game are widely 
varied and relentlessly aggressive. They 
range from commonplace — snakes, bats, 
insects and fish — to nightmarish — many- 
armed bugs, winged men, Chimeras, Gi- 
gas, serpent ladies, wizards and skeletons. 
Each inflicts different amounts of damage 
to your character and must be disposed of 
swiftly, yet carefiilly Most simply walk up 
to you and are easy taints. OUiers strike 
and retreat quickly, oflen firing weapons 
from a safe distance. Tb survive, you must 
keep moving, always taking the offensive. 

The game offers a wide variety of scroll- 
ing backgrounds, each totally interactive 
with your character. The physical chal- 
lenges never seem to end: lava pits, tun- 
nels, lakes, rivers, ledges and swamps, to 
name a few. And that's only in the wilder- 
ness. Enter one of the many castles and 
prepare for even greater terrors. 

Rastan features nicely-textured graph- 
ics mostly rendered in dark shades of red, 
blue and gray. The title character is well 
defined with fairly fluid animation. A few 
of the other creatures, however, offer Httle 
detail and choppy movements. Sprite 
breakup appears to be a common problem 
whenever four or five characters converge 
on the screen. It's slightly annoying, but it 
never lasts long enough to detract from 
the action. 

Finally, the game has one of the loudest 
soundtracks Tve ever heard, featuring a 
new theme for each realm. Some are quite 
amazing while others (Realm One c»mes 
to mind) are nothing short of pure torture. 

Rastan may not be Tkito's most polished 
work, but it may well be their most chal- 
lenging. This is a huge game packed with 
challenge, frustration and reward. I guess 
that's what quests are all about. g 
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"me latest multi-player mulll- 
format PC game from Australia Is 
different to all forms of Poker. 

Aussie JOKER POKER features 
90 player capacity, open-ended discard 
ability, selectable deck size and hands per 
player, password controlled gambling system 
with automatic accounts - and 5 free entry 
forms for the $200,000 Aussie JOKER 
POKER Contest. 

Each month December 1988 through 
April 1989 winners of 240 JOKER 
SOFTWARE games and 4 finalists will be 
randomly drawn from all entries received 
that month. 

With a guest, the20 Finalists will be 
flown to Las Vegas to play Ausslo JOKER 
POKER for a ftrat prize of $100,000 In 
cash at the Qalden Nugget. 

1,220 Prizes Value $200,000 



1,200 Joker PC software games 

at $29,95 to $49,95 dependent 

on disk format. Game prizes 

at sole d Iscretlon of sponsor. $60,000 

Cash Prizes for 
Aussie JOKER POKER 
Contest Grand Final; 

Highest Scorer: $100,000 

Second Highest Scorer: $5,000 

THirdHlghestScorer; $2,500 

Lowest Scorer: $1,500 

16 Consolation Prizes of $1,000 
each to eliminated Finalists $16,000 



AMIGA™ 



Aussie JOKER POKER is 
available for SIX major PC^ 

If your F^ has a mouse or keyboard, a mono 
or color monitor and a 512K minimum ram 
(except Apple II and C64/128 use 64K and 
keyboarg only) you and your family can 
practise at home for the Las Vegas final of 
the Aussie JOKER POKER contest. 



Prize irKludfltakr iFDval fof Final ii-ls and Ihetr Ru«ft« 
rram (lie major aifticn to Las Vegas wifH I W3 day! ftrrf 
Iwfl nl BJfla flccommodal ion a( Xhc Gd^n hu^j:^! 

jagv^' rvtall valu4't7S0?achs4jb|'K:1Tad«pjnurc poinui 

AJI tai,friand of^f cipcn^cirxK spvciMcd 
fUfttit] aFfi «£»!« ft iftonidbilcrr of wi nficn 
Atl MLnnvn wltl b4 n«lMlcd in mlntic: 



$15,000 



Suggested retail prices: 

IBM & compatibles 

(CGA Board required) $39.95 

Amiga & Atari ST $49.95 

Macintosh (mono only) $49.95 

Apple II $39.95 

C64/128 $29.95 

ywjr PC meeu the ffUnlmum h-irdwafe requiremtrns as rw> caih 
nfunHiitftfil waffanlyiillmli.dloTfee reptaMiriemoTTau^lir 
pfo<hicu f .1 uJTwd br {irtpaM Eoil . 




Aussie JOKER POKER Contest Rules 

1. No purchase necessary to enter. 

2. Void wtieni prohibited by slate or Icdoral law. 

3. To enter, simply comptete and return the Iho official 
cntfy fomi . 

4. Limit ttve entries per family or household. Five tree 
entry (orms and (uii coriest mies arc Incluried with 
"Aussie Joker Poker" or may t>e obtained by sending 
a stamped self -addressed envelope larger than 
B^^" X 7V2' with hand written request to: Aussie 
Joker Poker Contest Entry Forms. P.O Bok 22381, 
Gllroy, CA 95021-2381, Mail, in requests limited to 
one per name, household or family and must be 
received no later than 3;31/89. WA A VT residents 
need not Include return postage. Full rules also 
available (rom panlclpating Mindscaperolailefs. 

5. Monthly entries musl be received no Inter than the 
last day of the month in which a drawing will lake 
place In order to participate in the month's drawing. 
Drawings will bo held from Oeeemher, 1988 
thniugh April 1989. inclusive. Final entries musl be 
received by 4/30/S9, 

6. Contest open to legal residents of the U.S.A. and 
Canada (other than Quebec) 

7. Oddsotwinnlngdopendonnumberofoligible 
entries received. 

8. Contestsub)ectlocompleteotficlal rules. 



Another Wonder ^|r from Down Untier g 



IBIH Ainrirl MKlrtosli. Amiga, *t>r( ST.rrf CM,lIBai. IriiifcmiH. i pr iilliK'td liaaemarksof tr.[.r™,ilonjl Buuncsi MKBin.v jpjjji 
*pI.l«Coni[Wl»r.lr>c.,Co<Iiii>I>d<»i!«mi(i,i'K .*■«'>.><«,, S^SeomnnKjore ElKtlonHlUd. reinecllKIr ■ 198B Inker Salt. MP 



SEE YOUR NEAREST MINDSCAPE 
SOFTWARE RETAILER 



EXCLUSIVE 




DISTRlBinOR 



MINBSCAPt INC 



or If not available order direct an 

]r800-24^0KER 

tN CANADA: l.ftOO-54'IOKFR. 

24 hour ofder service 

;OKEFt SOFTWAAE INTERHAtlOMAi- 
K> lOI II 1(0. aiLnOY CA 95031. iiao. 

RETAILERS CALL: 1-800-221-9884 
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by Edith Chasen 



Computer 
Study Guide 
for the SAT 



Computer Commodore 64 

Publishen Simon & Schuster 

One Gulf + Western Plaza 
New York, NY 10023 

Medium: Dak 

Price: $29.95 

Simon & Schuster's Computer Study 
Guide for the SAT is as close as you 
can get to the real exam without actually 
being in the classroom. It is not only a 
study guide, but also a test simulator, 
complete with real-time clock for each 
SATsection. You may be thinking, "Why 
should I buy an SAT program when I can 
just buy the usual book of practice ques- 
tions?' An important reason is that this 
program does much more than just pro- 
vide practice. It tracks your progress auto- 
matically in each section of the SAT, let- 
tii^ you know which areas need more 
Btudy emphasis. It helps you by providing 
on-screen explanations of the txirrect an- 
swers, so you don't have to waste precious 
study time hunting through books. There 
are two complete SAT exams on the disks 
with a particularly good mix of questions 
in each category. The result is to make 
your studying easier and you more confi- 
dent about achieving a high test score. 

The package includes two "flippy" 
disks. One disk contains the exams; the 
other extra practice problems. Neither are 
copy protected. You are ui^ed to make 
lockups, especially if two or more stu- 
dents will be sharing the software. You'll 
also need a blank disk to keep track of 
your scores. 

This program lets you aincentrate on 
studying for the SAT, not setting up your 
computer For example, if you start run- 
ning the software and have forgotten to 
format your scoring disk, you can do it 
from within the program. If at any time 
you have the wrong disk in the drive, a 
sentence appears on screen specifying 
which disk belongs there. 

The directions are veiy simple to follow, 
and you don't have to memorize any com- 
mands, as they all remain on the screen. If 
you should get confiised, the manual con- 
tains a one-page summary of the com- 
mands. AJl commands are acxessed with 



The program tracks your 
progress automatically in 
eacli section of the SAT, 
letting you know which areas 
need more study emphasis. 

one or two keystrokes, so you don't have to 
be famihar with the whole keyboard. The 
light green writing on a black background 
is pleasant to look at and easy on the eyes, 
an important feature for a text program. 
Split screens present the questions and as- 
sociated information on the left, with the 
commands and remaining number of 
questions and time on the right. You 
might expect the 40-column screen to be 
cluttered and unreadable with all this in- 
formation on it, but surprisingly enough, 
it isn't. The text is well laid out and im- 
crowded. 

When you are ready to begin the e.xam, 
you can choose which section to take first. 
Each is timed for 30 minutes, as in the 
real exam. A handy on-screen scratch pad 
is accessed by pressing the Fo key, which 
you can use to take notes as you answer 
the questions. If you finish before your 
time is up, you can go back and check 
your answers. A beep will sound at five- 
and one-minute wamii^ as you ap- 
proach the end of the allotted time. 

After you complete each section, you 
can either proceed to another or inunedi- 
ately get your score. You can choose to 
work on any questions you got wrong or 
go straight to the next section. This is a 
breath of fi^esh air, for there are so many 
programs that just give you the answer 
and leave the process of obtaining it up to 
your imagination. All pertinent English 
or math rules are displayed with the cor- 
rect answer. I especially like the way the 
numbers in the vertical math problems 
line up in their correct columns. In order 
to resolve the problem of screen distortion, 
symmetrical figures such as squares are 
clearly labelled. As your raw scores are 
displayed, you can also view graphs of 
your scaled scores, to keep track of your 
progress as you study. The scaled scores 
give you an indication of what your final 
score would be if this had been the real 
test. 

The practice disk is a computerized ver- 
sion o^Lovejoy's Preparation for the SAT. 



This disk contains a calculator, which does 
simple multiplication, division, addition 
and subtraction. It does not handle expo- 
nents. Still, you'll be pleased with how 
handy it is and how simple it is to use. 

There are practice questions on 27 dif- 
ferent topics in English and math. Help 
screens are available by pressing Fl, dis- 
playing the particular rule of grammar or 
math on the screen that directly affects 
the problem you are working on. You can 
practice one topic many times in a row, or 
move on to another as you like. The soft- 
ware automatically saves the amount of 
times you practiced a certain topic and 
your score each time, so you see your im- 
provement. It even saves your most reisnt 
set of answers, so you can go back at a lat- 
er time to check your work. 

The manual is much more than just an 
instruction book. It is a well-written guide 
to not only the software, but also to the 
real SAT. It is evident that much thought 
was given to its content. Starting with an 
explanation of how the SAT test is orga- 
nized, it then covers what you can expect 
as you walk into the classroom for the fu^ 
time. The method of scaling scores is ex- 
plained, along with tips on how to inter- 
pret your individual scores. 

For any question that you got 
wrong, the program will show, 
you how to arrive at the right 

answer. 

Then follows a clear and concise expla- 
nation of how to move around within the 
different testing modules on both disks. 
After the commands are explained, the 
rest of the manual contains everything 
fitim test-taking and studying hints to 
rules of math and grammar. Here you will 
find features such as special strategies 
and supplementary reading lists for each 
SAT topic. There are even hints on how to 
go about guessing the best answer and 
when to do it! Definitions and examples of 
items that are often confiised, as well as 
suggestions for figuring out the best an- 
swer, are provided. Additional chapters 
cover verbal rules, such as the usage of 
prefixes, roots and sufiixes. Tfesting tips in- 
clude everything fi?om finding a comforts 
able seat in the classroom to handling an 
occiirrence in the room that may break 

Continued on page 117 
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Make AmigosWith Other Amigas. 



The largest group of Amiga* users in the world 
shares its problems and solutions online every day in 
CompuServes Amiga Forums. And you can join them. 

Whether you're an Amiga novice or a professional 
user in broadcasting, film special effects, animation, 
or music production, you'll find support from thousands 
of Amiga users and nearly every third-party Amiga 
software and hardware vendor. 

Looking for a solid CAD progmm? Want to make 
the most of your Amiga's multitasking capabilities? Ask 



somebody who's been through it all. There's no better 
way to get more out of your Amiga. 

To join CompuServe, see your computer dealer. 
To order direct or for more infomiation, call 800 
848-8199. In Ohio and Canada, call 6t4 457-0802. 
If you're already a member, type CO AMIGA 
at any ! prompt. 



CompuServe' 



AnHltRSIliclGnifiMy 




^-:sc"sS=^ta"^" 



HCrm3..m95 HC-t786 $24.95 




i. ,■ " -Jt'^ViS' ■■}'■■■ 

n« Thtc stMHt 
Cuitnuvaie 

HC-1238 $a95 



li/ifi^^ 




' S?'"'^T?" 
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Out Run 
SEGA 

HC-12» $29.9S 
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HC-1248 $49.95 




HC-1Z36 $29.95 HC-1778 $29.95 HC-1252 $29.95 HC-IA80 $29.95 



gcsFitbllst 

HC-124S $38.95 HC-1687 $24.95 



CreutM 
AbsolnlsEnltililiiiilcil 

HC-1785 524.95 
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Ml Rallf 
Mvisinn 

HC-85027 FREEI 



HC-ZLAB FREEI 





Myril<roflMi»lKl|ipl 
ActlnlslDn 

HC-8503Z FREE! 




Ti] Turn Winlllitg 
Dilg Eiil 

HC-65031 FREEI 




HC-ZABC FREE! 




JUlMiJon 

HC-85033 FREE! 



BUY ],6ET1 FREE 




Jiniiei 

Rilnblrd 



HC-85036 FREEI 



Yes! Please rush my software order. S understand Ihat I get one free 
from the selection above lor every one tliot I buy. If I buy 4, 
I'll gel an extro bonus title free! 



5WE 



IIP 






ItUCMt 



ITEM NUMSEK 



IITIE 



PRICE 



ENTER I FREE ITEM NUMBER FOR 
EACH TITLE PURCHt^ED 



METHOD Of PAYMENT 

□ Chut or Money Onier Enilojei 
Pofobia to Trilon ProdutU Compony. 

□ COD. (C.OO.'! on subfKt to 
S2.50 COD. CtiDigt) 

□ MASTERCARD □ VISA Q AMER, EIP 
Crsdlt Cord Numbon 



SUSmtAl 



For E>rd«i tlilpnd to CA aU i% tgkl loi. 
RirTlBddmSiolntgi 



SHIPPING CHARGES 



Add Sl.St COD <h(iigi tor CODi. 



TOTAL 



4.50 



turn IITM lOMt 
IF TOD PUKKIH 41 



Doli 



a 



Menili 



Thc 



Signature (rtquittd for oil iredit lotd orders) 

Q Pleose send mo yaii fnt totolog Cammadon 64 and TSB 



Not nM (ith gihtf cHeti 
CDfladian otdtri odd 1S%. 



ORDES BY PHONE 
UlL TOLL FREE 

800-227-6900 

Mi)n.-Fri. 6AM to 6PM 
Sot. ;AM to 4PM PoiKii Time 

OR MAIL ORDER TO.' 

Irilon ProJutti Com pony 

Bur 1. (>*l 1 Fraa 

PO. Boi 8123 

Son FrorKiKO, CA Wit 



64 AND 128 SOFTWAflE REVIEWS' 



Reviewed by Jeflery Scott Hall 



Stealth Mission 



Compukn Commodore 64 

Publisher: SiibLogic Corporation 
713 Edgebrook Drive 
Champaign, IL 61820 

Medium; Dislt 

Price: $49.95 

5leaUk Mission from SubLogic, puts 
you (as pilot) in the heat of combat us- 
ing a variety of aircraft and scenery. You 
begin by choosing the missions menu or 
loading a scenery disk of your choice. You 
can choose from four missions: Mountain 
Conllict, Battle at Sea, Ancient Ruins and 
Marathon Bomber. Each mission allows 
you to choose an easy or hard version of 
combat. Next you select one of three jets: 
F-19 stealth fighter, X-29 Experimental or 
the F-14 Tbmcat. Equip your jet with var- 
ious bombs and missiles fi^m the arma- 
ment menu. Now, let's take a flight right 
into the heat of combat. 

Flying into Battle 

Your view is that of a pilot sitting inside 
the jet staring out of the canopy. Just be- 
low you are indicators and gauges, includ- 
ing a targeting crosshain Thking off for a 
routine training assignment, you receive 
an urgent message torn the flight control 
tower. You are told that boggles have been 
sighted in a nearby area, and guess who 
gets to go in and clean up the skies? 

Responding to then- message, you in- 
crease thrust to full capacity, for there is 
little time to spare. As you close in, reach 
down and turn on the target-tracking 
computer, A few minutes later, you notice 
two bhmps closing in fast on the radar. 
You decrease your speed and arm the side- 
winder missiles, hoping that you catch 
them off guard. No such luck, for your 
warning indicators are emitting that 
buzzing which you know so well. Reacting 
quickly you dispense a flare, activate the 
jammer and take evasive maneuvers. 
Suddenly, you see a large explosion be- 
hind you and realize that the missile is 
gone. Using your jet fighting skills you 
manage to pull both targets within range. 
When both are locked into the tracking 
computer, grasp tightly on the control 
stick while releasing all four of your side- 
winders. You score a direct hit on both en- 
emy planes, but wait, there's another jet, 

Ifs too late to take any action, as you 
notice an explosion on your left wing! All 
weapons have been destroyed except for 




When both targets 
are locked into the 
tracking computer, 
grasp tightly on 
the control stick while 
releasing all four 
of your sidewinders. 



one missile hanging fi^m your right wing. 
Knowing this is your only chance for sur- 
vival, you quickly lower your altitude so 
that his plane is directly above yours, TVy- 
ing to find you in the clouds, the enemy 
plane starts lowering its altitude and de- 
creasing thrust. Now is your chance— you 
increase thrust to maximum and select 
the last remaining missile. As you go pull 
up to increase the altitude to match his, 
your target-tracking computer confirms a 
lock-on. Gripping tight, you squeeze the 
trigger launching the missile. Bingo! A di- 
rect hit to the fi:x)nt of the plane! Having 
completed your mission you return back 
to base for repairs, only to find out your 
mission has just begun. 

Summaiy 

Simlth Mission is unique in that it pro- 
vides you with three different kinds of jets, 
each with different handling and appear- 
ance. As with all flight simulators Erom 
SubLc^c, Stealth Mission allows you to 
use any of their sceneiy disks. This in- 
cludes the new scenery disk Western Eu- 



ropean Tbur, which I found to be the most 
enjoyable scenery disk to date. Stealth 
Mission combines both action and strate- 
gy for a combination which is truly superi- 
or to others. Only a flight simulation this 
good could come from SubLogic. 

Hints for Flying 

• If you start to run low on air-to-air mis- 
siles you should switch to cannons. The 
cannons work well agamst enemy fighter 
jets, but do not work well on ground tar- 
gets, 

• As soon as you have target lock-on, fire 
your missile. Waiting a split second could 
mean the difference between a hit and a 
miss. When firing at ground targets make 
sure you are directly over your tai^t, un- 
less you are using stealth air-to-ground 
bombs, 

■ When your warning indicators go off 
from a S.A.M. launch, immediately hit 
the janmiers. If the jammers are dam- 
aged, tiy to out-maneuver them by doing 
some aerial stunts (which are described in 
the manual). n 
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"t's landing in 
Los Angeles. 



With Jimaxing computers. 
Stuimiiig software. 
Powerftil peripherals. 

The World of Coinmodore is cbming 
to capture your imagination. ,. 

It's iIk' coinpLitcr sluAv for beginners and hackers, profcssiotiiiLs ai 

studtnij), business people and home users. 

c:()mnn>d[)re Business M;K-hines ami many ollior exiiibitors wtil di 



studenij), business people and home users. 

c:()mnn>dore Busines.s M;K-hines ami many ollior exiiibitors wtil displ 
C-128, I'C compvilers, a gula.vy ol still ware for Cditunodorii :uui AJ 
of printers, disk drives and desktop publishing etiuipmcnt. Vou wj 
Cur all your presejn and future equipmerit, li'; 

Stage demonstrations and jirovcx'ative .seminars 



L'S ami many ollior exiiibitors wtil display and ^11 the AMIGA, C-64, 
•/of stifiware for C6itunodorii:uui AMIGA computers arid a glittering consrellation 
.■sktop publishing etiuipmcnt. Vou wjlt fitid peripherals iind accessories 
equipment. It's computer heaven 

.... presented by top experts, are included with your admission. 



Three days of biirgains, .selei lion, information, excitement and prizes. 

See it all with your own eyes. Tr>' it all with yourOwn hands: At tlie World of O«nntadore in Los Angeles, 

May 19, 20 & 21, 1989 LJV. Convention Center 

Adults $10 Students & Seniors $8 Scinitwr.s unt! >uiHt.' dcmonslrnion-s ;ir[,' iniliitlfd Willi admi'.'.itm. 
ExhibitOfS contact: The Hunter Group (416) 595-5905 Fax: (416} 595-5033 Producet* in association wilt) Commt>dore Business Machjties 



128 SOFTWARE REVIEWS 

geoWrite 
Workshop 128 

Computer Commcxlore 128 
Company: Berkeley Softworks 

2150 Shattuck Ave. 

Berkeley, CA M7M 
Medium: Disk 
Price: $69.95 



^^mWrite Workshop 128 is Berkeley 
Vy Softworks' offering to those 128 us- 
ers needing a good, fast, icon-driven word 
processor Because of the similarity of the 
names, some users may confijse geoWrite 
Workshop 128 with geoWrite which comes 
on the GEOS system disk, but there is a 
great difference between the two. While 
both have much in common, geoWrite 
Workshop 128 has more features and 
more power — where the sjratem word pro- 
cessor ends, geoWrite Workshop begins. It 
has meet of the features any writer would 
look for in a word pn>cessor including cut, 
copy, paste, replace, search, footers, head- 
era, page break, and goto page, and be- 
cause it operates inside the GEOS' envi- 
ronment it is very easy to master. 

This new word processor is so similar in 
appearance to geoWrite, anyone familiar 
with that earlier program should have no 
trouble mastering geo Write Workshop. 
The work area is almost identical to the 
original word processor except for a couple 
of details like a new option in the pull- 
down menu called page and one screen 
line which is reserved for justification and 
line spacing selection. By clicking on a 
box in this line, you can have text justified 
left, center, right or full and lines of text 
either single, iy2 or double spaced. Mar- 
gins are selected by clicking on a right 
and left "M" and sliding them to the de- 
aired location. GeoWrite Workshop sup- 
ports individual paragraph formatting, 
automatic paragraph indentation, and 
standard font styles (bold, italic, outline, 
etc.) it also supports superscript and sub- 
script But what pleased me most was that 
the program includes customized headers 
and footers, including page numbering. 
And if you set the time and date with the 
pnsference manager, you can have that in- 
formation stamped in your headers or 
footers too. 

If you are like me, you prefer your corre- 
spondence to include a personal, visual 



fj t. Reviewed by Gary V. Fields 



Anyone who has 
been discouraged 

by the slow-scrolling 
feature of the 64 
version of geoWrite 
will be delighted 
with the im- 
proved speed V . 
found here. 



touch (I hate plain text letters), lb satisfy 
diat need, geoWrite Workshop allows the 
writer to incorporate both text and graph- 
ic imagra in a header. Thus, if you want 
your personal or business logo to appear 
at the top of every page, you can do it with 
this word processor instead of having to 
pay a print shop to print special statio- 
nery. Another advantage to this approach 
is that you can change the logo imy time 
you want by simply switching graphics. 
And because the program comes with a 
healthy choice of fonts (and there are doz- 
ens if not hundreds of GEOSKMmpatible 
fonts available), you can customize your 
text not only to say what you mean but 
also to visually reflect your sentiments. 

Because the 128 is a fast eight-bit com- 
puter vrith plenty of memory and an 80- 
colunm display window, geoWrite 128 is 
powerful and fleet footed. Anyone who has 
been discouraged by the slow-scrolling 
feature of the 64 version oi geoWrite will 
be delighted with the improved speed 
found here, GeoWrite Worksfiop also sup- 
ports expanded memory as well as the fas- 
ter 1571 and 1581 disk drives. Probably 
only those who began with GEOS 64 and 
the 1541 disk drive am really appreciate 
the value of RAM and fast drive support. 
For instance, with geoWrite Workshop on a 
1571 drive you can move from option to 
option almost instantly, plus a double-sid- 
ed disk reserves a whopping I90K of stor- 
age space with all the fonts and printer 
drivers in tact. If you are lucky enough to 
have both a 1750 RAM expansion unit 
and a 1581 drive, the system's speed and 
power may not make your head spin, but 
it will almost seem like you have moved 
from an eight- to a 16-bit system. 

The real strength of geoWrite is its abili- 
ty to include both graphics and text on a 




page. Thus, what you see on the screen is 
exactly what you will get when the file is 
dumped to your printer But that great 
display also has a down side— graphics 
slow the program's scrolling function. I 
timed a full-p£^e scroll (top to bottom us- 
ing the cursor keys), first with two small 
graphics included and then again with the 
images hidden. With the graphics show- 
ing, using a 1571 disk drive and only the 
128's native memory bank, the scroll took 
a full 29 seconds. The same task with the 
images hidden took exactly half the time. 
But the fastest way to move through a 
page is to activate the "page indicator" 
icon and move the viewing block in the in- 
dicator to the area on the page you want 
to view. Using this method of scrolling, 
moving from the top of the page to the bot- 
tom took only two seconds. I've empha- 
sized the speed gain in this GEOS product 
because the lack of speed has always been 
my major complaint with the GEOS envi- 
ronment. This product takes full advan- 
tage of the 128's power, potential and best 
of all — ^speed. 

After you Ve become comfortable with 
the program, you'll probably want to wait 
until the last minute to add graphics to 
save disk space and editing time. But un- 
til then, geoWrite offers a compromise so- 
lution: load the images into the document, 
view them and then hide them while 
you're adding or editing text. This is done 
by accessing the options menu and tog- 
gling the hide^show pictures option off or 
on. When the images are hidden, a gray 
box the exact dimensions of the hidden 
image reserve the position. This scheme 
gives you a good idea of how the final page 
will appear without penaliang you vrith 
slow editing action. 

Continued on page 103 
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One Good Book deserves another 
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Amiga 

Trtcks&Tlps 
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Amiga C for Advanced Programmers 

-contains a wealth of inlormatton from the pros: how compil- 
ers, assembfers and linkers work, designing and program- 
ming user friendly interfaces using Inluition, combining 
assembly langjage and C codes, and more. Includes com- 
plete source code for texl etiilor. 
ISBN 1-55755-046-8 $24.95 

Amiga C for Beginners 

-an introduction to learning the popular C language. Explains 

the language elements using examples specifically geared 
to the Amiga. Describes C library routines, how Itie compiler 
wofks and more. 
ISBN1-55755-045-X $19.95 



Amiga 3-D Graphic Programming in BASIC 

-shows you how to use the powerful graphic capabilities of 
the Amiga. Details the techniques ■•nd algorithms for writing 
I hree -dimensional graphic progrr. . : ray tracing in all reso- 
lutions, light sources and shadirr. saving graphics in IFF 
lormat and more. 
ISBN 1-55755-044-1 $19.95 

Amiga Disl< Drives Inside & Out 

-Isthemostin-depthreferenceavailablecoveringtheAmiga's 
disk drives. Learn how to speed up data transfer, how copy 
protection works, computet viruses. Worltbench and the CU 
DOS funclions, loading, saving, sequential and random file 
organiialion, more. 
ISBN1 -55755-042-5 $29.95 

Amiga For Beginners * 

■the first volume in our Amiga series. Introduces you to 
Intuition (Amiga's graphic interface), the mouse, windov^s. 
the CLi. and Amiga BASIC and explains every practical 
aspect of the Amiga in plain English. 
ISBN 1-55755-021-2 $16.95 

Includes Workbench 1.3 

AmigaBASIC Inside and Otit 
-THEdefinitivestep-by-stepguldetoprogrammingtheAmiga 
In BASIC. Every AmigaBASIC command is fully described 
and detailed. Topics include charts, windows, pulldown 
menus, tiles, mouse and speech commands. 
ISBN 0-916439-87-9 $24,95 

Includes Workbench 1.3 

Amiga Tricks and Tips 
-follows our iradition of other Tricks and Tips books for CBM 
users. Presents dozens ol tips on accessing libraries from 
BASIC, custom characier sets, AmigaDOS. sound, impor- 
tant 68000 memory locations, and much mote' 
ISBN 0-916439-88-7 S19.95 



AmigalX^ 
Inside&Ckjl 



mi 



AikiuEtBa 



Am'^ 


Aiuns^ 



AmigaSystem 



AmigaDOS Inside and Out 
•covers the insides of AmigatX)S from the internal design up 
to practical applications. Includes detailed reference sec- 
lion, tasks and handling, DOS editors ED and EDIT, how to 
create and use script Hies, multitasking, and much more. 
ISBN 1-55755-041-7 $19.95 

Includes Workbench 1.3 

Amiga Machine Language 

■is a comprehensive introduction to 68000 assembler ma- 
chine language programming and is THE practical guide for 
learning to program Ihe Amiga in ultra-fast ML, Also covers 
68000 microptocessor address modes and architecture, 
speech and sound from ML and much mote. 
ISBN 1-55755-025-5 $19,95 

Amiga System Programmer's Guide 

-comprehensive guide to what goes on inside the Amiga in 
a single volume. Only a few of the many subjects covered 
include the EXEC structure, I/O requests, interrupts and 
resource management, mullitasking functions and much, 
much mote. 
ISBN 1-55755-034-4 S34.95 

AmigaDOS Quick Reference * 

■an easy-to-use reference tool for beginners and advanced 

programmers alike. You can quickly lind commands for your 

Amiga by using the three handy indexes designed with the 

usorinmind.Allcommandsareinalphabelicalotderforeasy 

reference. Includes Workbench 1.3 

ISBN 1-55755-049-2 $14.95 

Computer Viruses: a high-tecti disease ' 
■describes what a computer virus is, how viruses work, 
viruses and batch files, protecting your computer, designing 
virus proof systems and more. 
ISBN 1-55755-043-3 $18-95 

"I'li'hut'h llic lH-\t tnut fmi\f i'ltilfitl 
tuHti it ht'w iif /»n'i I'ifttM- tllf11\Ulf\" 
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Save Time and Money !-Optional program disks are avail- 
able for many of out Amiga reference books. Ail programs listed 
in ihe books are on each respective disk and will save you 
countless hours ol typing! S14.95 

(■ Optional Diskette Not Available lor these Titles) 
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Add S-l.OO Sriipping per Order 
Foreign add Sf2 00 per iiom 
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Rocket Ranger 

Computer: Amiga 

Publisher: Cinemawju-e Coriwrdtion 

4165 Thousioid Oaks Blvd. 

Westlake Village, CA 91362 
Price: i?49.95 

It is May, 1940 and Adolf Hitler's Nazi 
empire is spreading across the global 
continent killing anyone in its path. You 
are a U.S. scientists woridng at Fort Dix 
who must stop Hitler before he accom- 
plishes world domination. In your labora- 
tory you stare out the window and think 
about radiation bombs to invent. You no- 
tice a brilliant light from a room across 
the hall. Approaching the door, you notice 
the Ught is gone. You open the door and 
stop to stare in absolute amazement at 
what you see. 

Chapter 1: Christmas Comes 
Early 

Inside the room you find a large con- 
tainer which was not there before. You 
pull yourself together, grab a nearby tool 
and pry it open. Inside the container are 
five neatly packed objects, and on top you 
find a book that begins, "One hundred 
years ago in 1940 the Nazis won World 
War n. It was a mistake in time, imd only 
you can save us." 

The page is dated December 28, 2040. 
After reading the book, you realize that 
you've been given the chance to change 
history and the fate of billions rests in 
your hands. You empty the container to 
reveal a Rocket Pack, Ray Gun, Wrist 
Computer, Secret Decoder Wheel and a 
designer space suit. Caught up in what 
has happened to you in the past few hoius, 
you notice a loud humming ... a Nazi 
Zeppehn! 

Chapter 2: The AM uction 

Rocket Ranger is non-stop action from 
the very beginning, when a Nazi zeppelin 
lands in Washington, D.C., and kidriaps 
America's top scientist and his beautiM 
daughter. Your first mission is to inteit^ept 
the zeppelin as it crosses the Atlantic with 
the hostages. You quickly shoulder your 
rocket pack, strap on the ray gun and 
sprint to the main stneet ofFort Dix. After 
dialing up the correct amount of rocket 
ftiel on the Secret Decoder Wheel (the 
game's only form of copy protection), you 
prepare for your first flight. 

Now, Superman makes taking off look 
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Now, Superman 

makes taking off 

iook easy, but it 

will take you 

several tries to 

get up to speed. 



easy, but it will take you several tries to 
get up to speed. After a successful takeoff 
you will see youraelf fiying right off the 
screen, then a map of the world will ap- 
pear to mark your flight path. If you are 
successfiil in catching the zeppelin, pre- 
pare to do battle with your ray gun while 
traversing the Atlantic. The goal is to 
take out all the Nazi gunners while pro- 
tecting yourself from enemy fire and, of 
course, rescuing the prisoners. 

If your aim is not carefiil you'll find out 
that Zeppelins are highly explosive. Since 
this is your first shot at being a hero, you 
will be given an extra chance if the zeppe- 
lin explodes. The prisoners will parachute 
from the zeppelin right into a waiting 
Nazi submarine which will take them to 
Germany Later in the game you wiU be 
given a second chance. 

Chapter 3: Nazi Terror 
Continues; Lunarium Runs Low 

Once you've arrived at your destination 
and completed your goal, you will be faced 
with two choices: Pick Destination or Send 
S.O.S. If you took enough fuel with you on 
your trip, you will be able to either fly 
back to base or to another part of the 
world, lb help keep you informed on the 
status of the Nazi empire around the 
worid, five agents have been placed at 
your command for you to position in stra- 
tegic global areas. \Vhen (Jie agents have 
something to report, a graphic symbol re- 
presenting an agent will bfink on the 
map. The agent will report any intelU- 
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gence gained in the area. This will help 
you find areas of the Nazi empire vital to 
your mission. 

lb survive you must maintain a plenti- 
fiil supply of lunarium. Lunarium is an 
extremely powerful tool; you can either 
use it for rocket fuel or to make bombs. 
Without it, you will quickly find yourself 
with an inoperable rocket pack which 
means that you lose the game, lb obtain 
new supplies you must either organize a 
resistance at the fuel base or raid the base 
yourseff. Raiding the base yourseff is 
much quicker, hut also more dangerous, 
since it is guarded by particle-beam weap- 
ons. If you choose to go in, you will find 
yourself behind enemy lines for an in- 
tense fire fight to see who will get the lun- 
arium. You must use your ray gun to take 
out all the particle-beam bmikers before 
you can advance to claim your prize. 

Chapter 4: The Ultimate Goal 

lb complete the game you must rescue 
the scientist and his beautifiil daughter 
and build a rocket ship to take you to the 
moon. You will find all the necessary parts 
for rocket construction in different areas 
of the world, so use your agents to figure 
out where they're located. Most of the 
rocket lab bases will be guarded by enemy 
soldiers, lb obtain the rocket part you 
must overpower the guard by going head- 
to-head in the boxing match of your life. 
Once you have obtained all the rocket 
parts it will be your job to fly to the moon 

Continued on page 111 
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From Writing Your Own Programs to 
Modifying Existing Software, Ht^re's tlie New, 
Easy, and Low Cost Way to Unlock the Secrets 
of Your Computer 

Whether you use computers for business, for personal 
applications, or for fun, off-llic-shelf programs will never do 
everyttiiiiy you want them to do for you. That's tjecause Ihey 
were vvrilleii hy programmers to salisfy wlial they perceived 
as ttie needs of ttle yrL-alest niiml>L'r of )XJtential 
users — often missing some or many of your 
specific needs. 

Ttiat's why McGr;iw-Hill's new Contemporary 
Programming and Software Design Series teaches 
you how to create your own software . . . either 
from scratcli or by making key modifications to 
existing jirograms, 

'I'liere is nothing magical alx)ut it. You learn the 
process of liiiilding a computer program ste]>t)y- 
Step with McGraw-Hill Concept Modules sent to you one at a 
time, once a month, liach of tlie ten modules in ttie Series taites 
you through an important step in the development of the 
structure and detailed logic ol a program, including testing, 
dchugging, and documentation. 
Unique Interactive Hands-On Instruction 

K;ich module includes an casy-lo-understand guide PLUS a 
SVi" floppy disk containing typical programs and interactive 
instruction tliat you can run on Conunodore M and VIH computers. IBM 
PCs and I^C compatibles for hands-on experience. 

In the first Module, for example, when your sample program Peclining 
interest Loans) appears on your screen, you'll find errors on certain pro- 
gram lines. You'll also see that the program is only three-quarters completed. 

Now comes the fun part. You'll discover 
how this program is built, and in the process 
you'll learn liow to identify and correct 
errors. And hy the end of Module 1 . 
you'll actually have completed this 
program yourself. 

But there's more. Special graphics 
on your .screen work in conjunc- 
tion with the accompanying guide 
to amplify, illustrale, and deepen 
your understanding of software 
design principles. 



The Cmcial 95%— Learn the Foundation of Computer Programming 

While the Scries includes interactive disks that run on specific computers, everything 
you learn you can apply to any language or machine, Wliy is this pos.sible? Because 
McTiraw-Hill knows progriunming is far more than coding a program into the computer 
using a spxH?ific language. In the real world of compviters. (ir)% of the progranuning pro- 
cess is carried out using design techniciues that are inde|>cndcnt of specific language or 
machine. It is this crucial 95% that you thoroughly understand and master in tlie Scries, 



Make no mistake. Almost all books and courses on "programming" 
teach you only the final 5% of the total programming process- 
namely, how to code in a specific language. . . information of little 
value if you don't know liow to reach the point in the programming 
process when yovi are ready to code. 

With the Series, however, you'll learn to create your own programs 
from scratch, even modify off-the-sliclf programs. You'll learn enough 
BASIC and machine language to get you started on the remaining 
5% of the programming process. 

Build Your Own Personal Software Library 

The s;unple programs you work with throughout the 
Si'ries arc excellent learning tools, ilut they're more than 
that. By combining the i«unple programs onto one master 
ilisk. you'll have the start of your own personal software 
library. In addition to the [irograms you've written and 
modified throughout the Series, you'll also receive dozens 
of the most popular public domain and uscr-supfwrted pro- 
grams, such as data base manager, word processor, calen- 
dar generator, appointments reminder and much, 
much more, 

15-Day No-Risk Trial 

To order your first module without risk, 
send the card today, 
iixamine the first module 
for 15 days and see how 
the Series will help you 
make your computer do 
exactly what you want 
it to do! 





If somciiiir has beaten you to the card, write to us for order- 
ing information about the Contemporary Programming and 
Software Design Series. 



am 



McGraw-Hill 

Continuing Education Center 

3939 Wisconsin Avenue 
Washington, DC 20016 



AMIBA SOFTWARE REVIEWS' 



Reviewed by Russ Ceccola 



Shadowgate 



Computer 
Publisher: 


AmigH 

Miiidscaix;, Inc. 
3444 Dundee Road 


Price: 


Northbrook, IL 60062 
$49,95 



How many of you people out there like 
horror and fantasy movies? Okay, 
raise your hands. Good. Now, how many 
would like to be in a horror movie or fan- 
tasy movie? Great — even better. Well, you 
may just feel that way after flnishing Sha- 
dowgate from Mindscape, a moderately 
difficult adventure game. Designed by 
ICOM Simulations, hic, Shadowgale is 
similar to their other releases— Z)eja Vu 
and Uninvited. In fact, Shadowgate close- 
ly mirrors Uninvited in that you are ex- 
ploring a fortress containing evil pre- 
sences, and the game has horror overtones 
(but a base in fantasy). Uninuited is a clas- 
sic haunted hoase game, not leaving 
much to be desired, Shadowgate is, how- 
ever, a strange excursion into the depths 
of what was once an ordinary castle. 

In Shadowgate you are the last of a an- 
cient line of kings, with a very immediate 
goal in mind. You must defeat the War- 
lock Lord who occupies the shining for- 
tress Shadowgate, who has turned the 
land from bright and free to dark and op- 
pressive. The Warlock Lord's ultimate 
goal is to raise the titan Behemoth and 
destroy the land. You must stop him and 
save the land from the devastation that is 
promised. 

The goal isn't easy, but executing com- 
mands in Slmdowgaie is. This is because 
of the unique game system incorporated 
in all ICOM games. Playing each game 
involves moving the mouse pointer 
around the screen and clicking the button 
on pictures in the main window, items in 
your inventory, an icon that represents 
your game self and an Exits window. Be- 
cause the game is entirely mouse con- 
trolled and requires no text input (except 
for entering a single word later in the 
game), it is easy to physically play the 
game, but not easy to win, ■ 

The bulk of the game interface relies on 
the use of a menu in the upper-right cor- 
ner with eight commands: Examine, 
Open, Close, Operate, Go, Hit and Con- 
sume. Even without reading the manual, 
which is well written but short, you can 
probably figure out what each of the com- 
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mands does. What is unique about these 
commands is that, in order to execute 
them, the objectfs) of the command must 
be clicked on in either the main picture 
window or the inventory. As a result, there 
are many ways of doing things in Sha- 
dowgate. 

For example, when you start the game, 
you are standing in front of a door. There 
are many ways to open the door. The easi- 
est way (requiring no conmiands) is to 
simply double click on the door in the pic- 
ture. You can also double click the square 
in the Exits window, which places a 
H<iu<m,' at each direction where there is an 
exit from the current room. Or you can 
single click on either the door or the 
square in the Exit window and then click 
on the command Open. It won't take long 
to gain an understanding of the com- 
mands. You just have to think about click- 
ing thin^ in a command-object order. 

Clicking Examine and then an object in 
the Inventory window or picture window 
will give a description. Clicking Open and 
then the thing you want to open does that 
job. Close works the same way. Chcking 
Speak and then the person you wish to 
speak to will allow you to converse with 
other characters. Clicking Go and then an 
exit will allow you to go through an exit. 
Not all exits are seen in the picture 
screen, so this command sometimes must 
take the place of a double click maneuver. 
Clicking Hit and then an object performs 
this sometimes dangerous function. Click- 
ing Consume smd then food or drink, po- 
tion or vial, will allow you to use those 
things. Finally, asing Operate requires 
three clicks: one for the thing or person to 
do the operating, one for the command 
and one for the object of the operation. For 
example, you would click once on yourself, 



then on Operate and finally on a lever in 
the pictuiie window to move the lever In 
the same way, you could unlock a door 
with a key using the Operate command. 

The only other thing you need to know 
about the interface is that there are win- 
dows for inventory, pictures and text de- 
scriptions and an icon that represents you. 
You use this icon when you are the object 
or originator of an action. The windows I 
just mentioned can be moved all around 
the screen to wherever you want, as can 
other windows that occasionally pop up. If 
it looks familiar, it's because Shadowgate 
was originally designed on the Macintosh 
and ICOM has kept the interface intact in 
the translation, 

A very important menu is called up 
when you press the right mouse button — 
the save menu. The choices here are: New 
(start a new game), Open (to restore a pre- 
viously saved game). Save (to save a 
game). Save As (to save with a new name) 
and Quit. Needless to say, you must save 
gamra onto a blank disk often to finish 
Shadowgate successfully Unfortunately, I 
found myself making many, many saves 
because of some of the difficult situations 
in the game. Remember — don't be brave 
and foolish, save your game often and 
avoid having to replay the whole game 
again after getting killed. 

The most important piece of advice I 
can give you in playing Shadowgate is to 
always have an exfra torch or two on 
hand. They arc easy to get in the game, 
but go out after only a few turns. Keeping 
them in reserve saves your tail in the dif- 
ficult situations you will most certainly 
encounter I found this to be an annoying 
factor in the game. Zork I best handled 
the factor of keeping a dark place lit up to 
Continued on page 118 
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COMIC BOOK EFFECT 
POPS ONTO SCREEN. 



ANIMATED BASEBALL 
FLIES TOWARD VIEWER. 



DISSOLVE TO TEAM LOGO AND PENNANT 
OVER FREEZE FRAME. FADE TO BLACK. 



Bring Your Home Videos Into 

The Big Leagues With 
The Commodore Amiga 500. 



Team up your video system with the 
Commodore* Amiga 500 home computer, 
and you've got professional video produc- 
tion power. 

The Amiga* has already been 
used to create special effects for 
network TV programs. And now 
you can use its 4096 colors and 
powerful graphics software to 
generate 3-D titles. ..animation 
—even sophisticated wipes, 
fades and dissolves. Then j 

superimpose them onto your 
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videos with an optional genlock device. 

But the Amiga 500 gives you much more 
than video production power. It's a complete 
home office productivity computer. It plays 
amazing arcade games. It makes 
education more fun. All at a price 
that's in anyone's ballpark. 

So step up to big league home 
videos with the Amiga 500. Call 
1-800-343-3000, cxt, 300, for more 

information and the 
"*S,^ name of your nearest 
authorized dealer. 
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Only Amiga Makes It Possible. 



AMIGA SOnWARE REVIEWS 

PHASAR: 

Professional Home 
Accounting System 
and Register 

Computer: Amigsi 

Conripiiny: Antic Software 

544 Second Stixt'L 

Ssn tVaiicisco, CA Mm 

Price; $89.95 



PHASAR stands for "Professional 
Home Accounting System and Regis- 
ter." As the title suggests, this is not, a 
package to reach for if you are looking for 
light entertainment, Iritead this is a 
heavy-duty, financial aid which lets you 
keep track of where your money is going, 
assists you in planning your fiscal fiiture 
and can help you get a realistic grasp on 
your present monetary status. 

The program is divided into Hi.x modules 
accessed through a pull-down window: 
project, transaction, reports, analysis, 
setup and lists. The project, setup and list 
options are used primarily for setting up 
and maintaining the program; while 
transaction, report-s and analysis are 
where most of PHASAR's, serious work is 
done. Thmsaction lets you enter and edit 
financial information, lb make under- 
standing and using PKASAR easier, the 
system disk comes with several sample 
transactions which match those discussed 
in the tutorial section of the manual. 1 
found the quickest way to enter my own fi- 
nancial numbers and accounLs w;is to cus- 
tomize and add to these tutorials. 

Transactions are handled through a 
split-screen format where the program 
presents a list of the defined accounts at 
the top and lets you select and enter new 
trarLsactions asing the lower screen. As 
you enter information about ca-sh, credit 
and checking tnmsjictions, the data is 
stored to disk and your account balance is 
updated to reflect the changes. Recogniz- 
ing that very few of us get a real kick out 
of duplicating row after row of numbers, 
dates and account information, PHA- 
SAR's creator Tlim Marks designed a pro- 
gram whicli minimizes keyboard activity 
by making intuitive decisions for you. 
This means you can enter data using 
"shorthand." For instance, if while enter- 
ing data you skip [jast the date entr>' oi' a 
transaction, the progiiun will iLssume you 



PH>4S/1/? has both the power 
and features required to put 
your home or business 
finances in order. 

will accept the present date and will auto- 
matically enter it for you. 

The same friendly entry scheme works 
with most of the categories. If you just en- 
ter a ojuple of letters in a field, the pro- 
gram will attempt to finish the entry for 
you. For insUmce, if you are entering a 
new transaction and you have "Sears" de- 
fined as one of your aa-ounts, you can sim- 
ply type "se" and the progi'am will finish 
by adding "ars." If you make a mistake, 
you can step backwards through the pro- 
gram by pre.'^ing the TAB key If you 
need help you can get on-screen aid by 
pressing the HEIjP key or Fl. The pro- 
gram's sensible design also includes a 
screen calculator which can be summoned 
at any time by pressing F2. 

PHASAR can also handle Iransiictions 
which require you split expenses from a 
single source. The value of this ability will 
become evident the first time you pur- 
chase several items which should be en- 
tered in different budget categories. And if 
your memory is as short ;i5 mine, you'll 
appreciate PHASAR's ability to add com- 
ment lines to each transaction. 

The program goes the extra mile in an 
attempt to be user friendly and even in- 
cludes a fimction which lets you enter 
groups of transactions which occur repeat- 
edly like first-of the-month bills. You can 
define up to 17 pages of transactions and 
can select a piige number for the group of 
transactions which you wish to define. 

Any transaction displayed on the screen 
can be edited. Simply move the cursor ceil 
araund the screen and type over any in- 
correct information. The summaries and 
account balanres wll automatically be 
updated. Still, there are a few edits which 
you cannot do— for example, change a 
trtmsfer into .something else. This sensible 
scheme protects the integrity of the data 
and summaries. You can, however, delete 
a transaction (and re-enter it in another 
format). 

The Reports function IcLs you view or 
print detailed information about your in- 
come and expenses data. One line is used 
for each account, and a sort'unsort func- 
tion lets you put expense and income in- 
formation in order. Just specify what in- 
formation you want sorted and reported 
and whether you want a report on a par- 
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ticular month or the entire year. Here you 
are able to view the categories in the other 
fimctions of this submenu in any order 
which makes getting a grasp on what is 
really happening to your budget easier for 
you to understand. 

Also in the Report menu is a fimction 
called Net Worth Statement, Using this 
option will either make your feel very 
good about yourself or depre^ you beyond 
endurance. When selected, the function 
generates a report using a list of up to 40 
assets and 40 fiabifities to report on 
whether you are standing strong on a 
sound financial nxk or are lost in a sea of 
red ink headed for the rocks of financial 
disaster. Regardless of what you want to 
do with your net worth report, just being 
conscience of your financial strength or 
weakness can help you plan your finan- 
cial fiiture. I was glad to see it included in 
PHASAR. 

The Loan Analysis menu includes an 
option which lets you determine how 
much you can afford to pay for a house, 
automobile or any purchase which re- 
quires that you borrow money. Along with 
the loan analysis is an option called "sav- 
ings analysis" which lets you project how 
much money you can make by loaning 
your money to the bank. Anyone who has 
tried to figure out which bank offers the 
best ctirtificate of deposit will appreciate 
how easily and quickly the information 
fiiom each institution can be plugged into 
this analysis mode to help you invest your 
money wisely. 

The program lets you define and store 
up to eight loans and recall them at any 
time to check the current balance or de- 
termine the interest paid (or earned) to 
date. Also, by defining similar loans side- 
by-side you can compare difierent interest 
rates or loan terms, lb define a loan you 
simply enter the original principal, start- 
ing date, life of the loan, interest rate, and 
how many payments will be required. 
PHASAR will calculate the payment due 
at each payment period and the amount of 
interest paid over the life of the loan and 
during the current year (handy for esti- 
mating taxes). 

Analysis also includes an option called 
"Plot Trend vs. Budget" which will gener- 
ate a graphic \iew of the month-to-month 
trend of expenses or income and also com- 
pare actual amounts against budgeted 
amounts. 

PHASAR has even more functions m- j 
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eluding a name, address and telephone 
list which you can view or dump to a 
printer. The program lets you call up any 
name you have entered by typing the first 
two (or more) characters of the name. If it 
cannot find a match, it will give you the 
nearest misses. 

Another option helps you keep track of 
up to 250 special occasions. These events 
are displayed by choosing the "Special Oc- 
casions" flmction and entering an initial 
date for the display. You can display a list 
of upcoming occasions automatically each 
time you run PHASAR. 

The tax calculation and projection fea- 
tures ofPHASAR are contained in a sepa- 
rate program called "PHTAX." This pro- 
gram can compute a tax liability using 
the information contained in the category 
sums. And since there is the ability to es- 
tablish budget amounts for each category 
for each month, you can use the budgeted 
category suras for the months where actu- 
al data is not yet available to do a mid- 
year tax projection. Small business own- 
ers who have to pay projected taxes will 
love this feature, since it takes a lot of the 
voodoo out of estimating how much you 
need to pay in order to avoid year-end 
penalties. 

PHASAR also allows you to modify or 
create tax tables to customize the program 
for your use or to update it as the tax rates 
change. If you want, you can even set 
PHASAR up to electronically enter, edit 
and print aU your tax forms (the program 
comes with 1040 and Schedule A forms). 

Conclusion 

PHASAR has both the power and fea- 
tures required to put your home or busi- 
ness finances in order. The program goes 
beyond merely keeping track of your in- 
come and expenses; it helps you to get a 
handle on where your money is disappear- 
ing and to focxis on ways to control your fi- 
nances. I especially like the analysis mod- 
ules and the electronic tax forms. Using 
those aides alone could easily repay your 
investment in the program. 

While programmer Tbm Marks scored a 
bull's-eye making PHASAR fi:iendly, 
complete and powerftil, the three authors 
of the manual missed their mark-4]y at 
least a hundred pages. In an apparent ef- 
fort to bring a little life into the tedious 
world of finance, the three went to ex- 
tremes and (xinstructed a tutorial starring 
two characters named Eggie and Eloise 
who operate an Egg Farm. If they had in- 
cluded a bare-bones instructional manual 
to complement the tutorial I probably 



would not complain— they did not. In- 
stead the authors force the user to plow 
through a sophomoric tutorial which is so 
patronizing it is insulting. Ta get through 
the manual you must endure page after 
page of dialogue like: "Hmmmm. It's rcal- 
ly not too hard. The money goes to Eggie, 
right?" and "The Mrs. tends to get upset 
about what that does to their budget." No 
user should be forced to dig through page 
after page of such dialogue just to uncover 
usefiil instructions. 

Regardless, don't dismiss P/MSAR 
solely on the poor quality of the manual. 
Instead I suggest you simply ignore the 
tutorial, dive straight into the program 



and use the online help functions and the 
manual's index listing if you run into a 
area you don't understand. The real acid 
test of any general accounting package is 
its accuracy, power and features, and easy 
accessibiity. PHASAR deserves an un- 
qualified recommendation on all accounts, 
PHASAR is not copy protected and can 
easily be installed on a hard drive. Along 
with the manual you get two disks — one 
labeled "1 meg" and the other "V2 meg." 
The only diflerence between the two is 
that the "1 meg" version loads all dPHA- 
SAR's modules into memory at one load- 
ing. The advantage of this is that fewer 
disk accesses are required. g 
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¥" Tltra DOS Utilities is a program that 
kJ can help any Amiga user dig deep 
into and manage their disk files. The 
Amiga comes with two built-in DOS (Disk 
Operating System) interfaces: Workbench 
and CLI (Command Line Interface). In 
theory you should be able to operate your 
Amiga entirely from the Workbench, but 
in reality this friendly operating system's 
controls are simply too limited, CLI, on 
the other hand, allows users Ijo dig as deep 
as they wish into a disk's hidden path- 
ways, providing they have a complete 
knowledge of the interfacs's language and 
syntax. But because of CLTs complexity 
and limited editing tools, digging deeply 
requires you do a lot of reading and test- 
ing to master it. Thus, sooner or later, al- 
most every Amiga user goes looking for a 
good DOS utility program to copy, delete, 
move, inspect, compare, read, print, view 
and edit individual files. For many. Ultra 
DOS Utilities vidll do just what the disk 
doctor ordered. 

This utility combines the best of the 
Workbench world with the power of CLI. 
Tb select an option, you simply point and 
click on an icon. One of the nicest features 
employed by the program is its dual dis- 
play windows. A two-window setup is im- 
portant because it allows you to view the 
directories of two separate drives at the 
same time. The two windows look exactly 
alike, except one is designated as the 
source disk and the other as the target 
disk. You can toggle the designation of 
these two by simply pointing at the word 
Source and clicking the mouse. 

Once you have selected a source and 
target disk {a single disk can be both 
source and target) the program makes it 
easy to find, copy, move or delete files be- 
tween the two. This ability is important 
when you are operating on files (and most 
disks have dozens, if not hundreds of 
them) which do not have an icon attached 




While the program has 
features similar to many 
other DOS utility programs, 
this one earns its pay in the 
way it handles hard disk 
drives. 

[the reason you cannot select them from 
the Workbench). One important directoiy 
you'll often find yourself adding to is C. 
This directoiy holds all the cximmand files 
(like format, copy, run and makedir) 
which give DOS its power Most programs 
require only a few specific C commands, 
but without those on your SYS; disk the 
programs will not work, lb save yourself a 
lot of disk juggling you should duplicate 
the necessary commands to the C directo- 
ry on your boot disk. With Ultra DOS 
Utilities this is an effortless task. 

It is true you can do everything with 
CLI that you can with this program, but 
DOS utility programs are appealing be- 
amse they make managing your disk files 
simple and straightforward. Because file- 
names are automatically dupUcated, no 
misspelled commands or filenames creep 
in to abort your command or corrupt your 
disk. 

The program includes most of the com- 
mands you'll need to manage your disk 
files as well as options to create directories 
and format disks. It even has an option to 
let you attach, edit or delete comments to 
your files. A special "info" screen lets you 
view the size of, chimge the protection sta- 
tus of or edit individual files. 

The copy routine is very flexible and al- 
lows you to select individual or multiple 
files. You can even define a particular 
character pattern (including wild cards), 
so the program selectively picks only files 
with specific attributes (time or dates 



stamps, .doc, .iff, etc.). The program also 
includes an option which will warn you if 
it is about to overwrite another file on the 
target disk with the same name (believe 
me, this feature can be a life saver) and 
will automatically format the target disk 
if you wish. 

You don't have to look very long to dis- 
cover there are more than a few DOS util- 
ity programs around for the Amiga. There 
are even some very good ones in the pub- 
he domain. So what puts the '*ultra" in Ul- 
tra DOS Utilities? Actually, Fm not sure 
its claim to "go beyond all others" is justi- 
fied. (Fm still looking for that single DOS 
utility program that does everything I 
want.) While the program has features 
similar to many other DOS utility pro- 
grams, this one earns its pay in the way it 
handles hard disk drives. 

Anyone who uses a hard drive lives in 
fear of the thing crashing. (I've lived 
through the experience twice and, believe 
me, twice is two times too many.) The pru- 
dent thing to do if you own a hard drive is 
to routinely back up all those files. Unfor- 
tunately backing up 40MB of files takes a 
lot of time, patience and 40-45 floppies. 
The only thing I dread more than a hard 
drive crash is the chore of backing it up. 

This is where Ultra DOS Utilities 
shines. The program has a special feature 
just for backing up hard drives. You sim- 
ply select dhO:, dhl; (or whatever your 
drive is called) as the source device and 
dffl: or dfl: as the target device. Then you 
simply sit back and read a book, watch an 
epic film or whatever while the program 
works. All you have to do is keep feeding 
the target drive blank disks wlien prompt- 
ed. The program will automatically for- 
mat and name the target files. 

How long this backup process takes the 
first time depends upon how much of your 
hard drive's space is used. I have a 40MB 
drive divided into two devices (dhO: and 
dhl:), each of which is about 38% fiill. 'lb 
back up the information on one of those 
drives (about eight megs) took me just 
over an hour and ten floppies. But once 
done, fiiture backup sessions are less time 
consuming. This is true because rather 
than having to duplicate eveiy file (what I 
was doing before Ultra DOS Utilities), I 
can tell the program to back up only files 
which have been stamped with a date 
since my last backup session (we are all 
date stuping our files, aren't we?). This 
Continuedon page III 
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The new Commodore' Amiga* 500 is 
everything you never expected from a 
home computer. That's because we designed 
It to excite you. lb dazzle your senses with ^^ 
4096 colorsandstereosound.lbunleash 
your creativity, lb allow things you never 
dreamed possible In a home computer. 
Because until now. they really weren't, „ 

Like built-in speech synthesis, so you'll 
always have someone to talk to Pro-quality 
3-D animation that lets even beginners put 
their ideas in motion. Colorful educational 
programs that make lessons fun and meni; 
orarae. A complete home office with 
powerful spreadsheet and database 
f>rograms— even word processing with 
WbrdPerfectf And unlike any other home 
computer, the Commodore Amiga 500 can 
multi-task, so you can run several programs 
at the same time. 

Hook it to your VCR with an optional 
RF modulator, and the Commodore Amiga 
500 becomes a home video production 
center. Paint graphics over video images. 
Create moving 3-D titles. Produce your own 
animated feature. 

And for pure fun, enter the incredible 
world of stereo Amiga video games. With 
graphics so good, major video game makers 
use them in their coin arcade machines. 
AND NOW YOU CAN SEE IT ALL, FREE. 

We captured the excitement, beauty, 
and power of the Commodore Amiga 500 
on a special VHS video cassette called The 
Amiga 5 00 Video Ibst gliRht. if you're ready 
for the ride of your life, call 1-800-343-3000 
or contact your Commodore Amiga dealer 
to find out how you can get your free video 
demonstration. 

1-800-343-3000 
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It animates. 

[ft educates. 

ft's a home office. 

ift's a video studia 

ift's arcade games in sterea 

jft's the new Commodore 
lAmiga 500 home computer: 
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If we told you there's 
something that's 
seven times better 
than GEOS™ would 
you believe it? Well, 
believe it. It's called 
GEOS 2.0.™ And it's 
filled with new fea- 
tures, including the 
one tiling you'd expect 
from a package bearing 
the GEOS name. 

Power. 

Not the kind that 
sends a small surge 
through your creativity 
We're talking about major 
productivity power. 

GEOS 2.0 is supercharged 
with new strengths that make 
it the most powerful source of 
integrated software your 
Commodore 64's ever seen. 
And what isn't completely new 
has been radically improved. In 
fact, we actually included other 
applications — products we 
used to sell separately — right 
into this package. 

For example, 
the entire con- 
tents of geoWrite 
Workshop, in- 
cluding geoWrite 
2. r"(the full-fea- 
tured word pro- KfoWritL- 
cessor) have been added along 
with geoSpell:" And a new fea- 
ture lets you mix graphics with 
text around any number of 



1. 




columns. 
It doesn't even mat- 
ter if tlie text is from some 
other Commodore-based pro- 
gram. Because GEOS 2.0 con- 
verts it with one simple point 
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Test Grabber 



much mightier, for starters. 
So go ahead. Try GEOS 
2.0. It may be our second 
version, but we guaran- 
tee it's seven times the 
experience. 

geoWrite 2.1: 
NEW! Full- 
featured word 
processor • Individ- 
ual paragraph for- 
matting • Expand 
margins to 8" • 
Left, right, cen- 
ter and full justi- 
fication * Multi- 
ple vertical 
spacing options 
Headers and 
footers • Decimal 
tabs • Full page pre- 
view • Search and replace • 
Word wrap • 10 fonts in 7 
styles and multiple sizes • 
Pagination • Insert, delete, 
move or copy • Mix text and 
graphics • Special feature to 
create multiple columns, add 
headlines and 
borders • Pro- 
duce near-type- 
set quality output 
on an Apple® 
LaserWriter™ 
with PostScript.™ 
Text 

Grabber:' 
NEW! 



Ht'iiSpell 



and click. 

There's a new deskTop^A 
new painting toolbox. And new Import text from any CommO' 
muscle that makes your mouse dore word processor such as 
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TERTHANGEOS. 



Desk Accessor it's 



Paperclip,"' Easy Script^ 
Speed Scripts Word Writer'" 
and others. 

3geoMerge:™ NEW! 
Create ,,,>,. ^.-y.. , 
• cus- 
tomized form let- 
ters and labels 
with this mail 
merge program. 

4geo- 
Spell: 
• NEW! Complete 
spelling resource. View dic- 
tionaries and documents while 
spell checking • Create and 
update personal dictionaries • 
Global search and replace • 
Operates 38% faster than 
before. 

5 Desk Accessories: 
Five handy utilities 
• accessible from 
within any application • 4 func- 
tion calculator • 127 page note- 
pad • Chiming alarm clock • 
Preference manager • Photo/ 
text managers to save and trans- 
fer data between applications • 
NEW! Cut and paste from the 
calculator and notepad into 
other applications • Name photo 
album pictures * And more. 

geoPaintT High reso- 
lution graphics editor. 
Create charts, dia- 
grams or images up to 8" x 10" 
• Zoom in for detailed pixel edi- 
ting or preview entire 
page • 16 colors, 14 



graphic tools, 32 brush shapes 
and 32 painting patterns * 
Invert, rotate, mirror or move 
images • Cut, copy and paste 
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into other 
GEOS applica- 
tions • Integrate 
text with graph- 
ics • NEW! 
Stretch and scale 
images • Overlay 
effects * Stop pat- 
tern fills in pro- 
gress * New 
graphic shapes including con- 
nected lines, ellipses and 
squares • Grid function for easy 
sketching. 

deskTop: Efficient file 
and disk manager* 
View files as icons or 
text • Sort files by size, type, 
date or name • Open, close, 
rearrange, copy or delete files • 
Manage non-GEOS files • 
Access and execute BASIC pro- 
grams • NEW! Support for 2 

•J Berkeley 
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drives and a RAM Expansion 
Unit (including the 1541, 1571, 
1581 and RAM drives) • Multi- 
ple file selection • Color code 
notepad and files 
• Date and time 
display • Recover 
most recently 
deleted file • 
Faster file copy- 
ing • Simplified 
printer and input 
driver selection. 
PLUS: 
diskTurbo'" 
runs GEOS 
applications 
five to seven 
times faster • 
More keyboard 
shortcuts • Key- 
board or input 
device options (mouse, joystick, 
lightpen or Koala Pad"')-31 
printer drivers support over 
70 popular printers in draft, 
NLQ and high resolution 
printing modes • Q-Link"^" 
telecommunications software. 



For orders oitiy, call 

1-800-443-0100 exL 234 

GEOS 2.0 

(California itsidenls add 7% sales tax) 
$59.95 plus $4.50 for shipping and handling. 
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Softworks 

The brightest minds are working with Berkeley. 



GEOS 2^ 




AMIGA SOFTWARE REVIEWS' 



Reviewed by Steve King 



AmigaDOS 1.3 



Computer 
Publisher 



Price: 



Amiga 

Commodore Business 
Machines, Inc. 
1200 Wilson Drive 
West Chester, PA 19380 
$29.95 



AmigaDOS 1.3 is basically an up- 
graded version of the current Amiga 
operating system. It not only enhances 
the efficiency of the Amiga, but it also 
adds several new and usefid features. 
Some of these will be transparent to the 
average user and used only by pn^ram- 
mers, while others will be constantly used 
by all. A detailed tutorial on these fea- 
tures is outside the scope of this review; 
my aim is to provide an overview of the 
change and additions. The enhancer soft- 
ware package contains three diskettes; 
Kickstart 1.3, Workbench 1.3 and Extras 
1.3. 

Kickstart 1.3 

The new Kickstart is supplied on dis- 
kette for Amiga 1000 owners and is avail- 
able through dealers on ROM (a computer 
chip) for Amiga 500 and 2000 owners. Ba- 
sically, the only new capability of Kick- 
start 1.3 is that it permits autobooting di- 
rectly from a hani disk drive (but only if 
your hard disk controller card is capable of 
autobooting). Unlike previous versions of 
the operating system. Workbench 1.3 can 
be used with Kickstart 1.2, so ROM re- 
placement is not necessary to take advan- 
tage of the new 1.3 operaUng system. 

Workbench 1.3 

Since there are so many new features in 
the new Workbench, it is difficult to know 
where to begin, but perhaps the most no- 
ticeable change is in the printer drivers. 
These are short programs which instruct 
the computer and programs how to oper- 
ate your printer If you have ever listed 
these files (which are located in the print- 
er subdirKrtory of the devs directory), you 
will notice that there is a separate driver 
for each brand of printer Not only has this 
hst been expandai (which made it neces- 
sary to place them on the Extras disk), but 
the drivers have also been made more effi- 
cient. As a result, the speed of printing— 
particularly printing graphics— has b^n 
increased from between five to 30 times! 




Several pages of the 

manual are devoted 

to listing alternate 

startup-sequences 

to use for different 

purposes. 



Additionally, there are now two separate 
print control screens in Preferences. A 
new graphic window has been added 
which gives you extensive control over the 
output of the printer. Among other things, 
it allows you to control smoothing, densi- 
ty, size and image positioning. 

AmigaDOS 1.3 also provides a recover- 
able RAM drive. This lets you segregate 
an area of memory that emulates a dis- 
kette, but unlike the previous RAMdisk, 
doesn't disappear when the Amiga is re- 
booted. If you have sufficient memory, you 
can even mount a RAM drive as large as a 
normal diskette and DISKCOPYan en- 
tire diskette (such as Workbench) to it 
The System drawer contains several 
programs to manage the expansion mem- 
ory of the Amiga as well as a time-saving 
enhancement to the Format utihty. In 
past versions of AmigaDOS, formatting a 
diskette was quite time consuming, as 
each of the 80 tracks was individually for- 
matted, even if the diskette had been for- 
matted previously The Format Quick op- 
tion essentially lets you erase a previous- 
ly-formatted diskette in about eight sec- 
onds. Finally FixFonts updates and 
corrects the hst of fonts in your font direc- 
tory if you have added new fonts to it. 
Speaking of which, the Extras disk now 
contains three new fonts: Times, Courier 
and Helvetica. 

The Utilities drawer contains a number 
of new programs the most useful of which 
is MORE— a utility for displaying ASCII 
text files. Unlike the command TYPE, 
MORE displays the file a page at a time 
and provides simple commands for scroll- 
ing through it. The new Clock Pointer pro- 
gram turns your mouse pointer into a 
small digital clock, and GraphicDump 
will print out the front-most screen visible 




on your monitor It even waits ten seconds 
to give you a chance to move the screen 
you want printed to the front. PrintFiles 
automatically sends an ASCII text file or 
files on disk to your printer, and CMD re- 
directs output from ^e serial or parallel 
port to a specified diskette file. 

For CLI users, probably the most im- 
portant addition to Workbench 1.3 is the 
Shell program. Similar to the CLI envi- 
ronment (where you can perform func- 
tions and operations using AmigaDOS 
commands), it provides an upgraded and 
friendlier environment. You can use the 
cursor keys to move around a line of en- 
tered text and delete specified sections of 
that line. Most useful is the ftinction 
which permits you to recall previously- 
typed commands, edit and then execute 
them. Shell also provides an alias function 
which lets you assign a short name to a 
much longer string of words. For example, 
if you type the conunand line "Alias cpy 
"diskcopy diD; to dfl:", whenever you type 
the letters cpy (and press RETURN), the 
DISKCOPY command will execute and 
copy a diskette fixim drive dfO: to dfl:. This 
is also quite useful in assigning short 
names to much longer directoiy path 
names. 

The Commands 

For those who work in the CLI environ- 
ment, AmigaDOS 1.3 has enhanced exist- 
ing commands and added a number of 
new ones which 1 will outline. 

1. AVAIL tells you exactly how much 
memory (both chip and fast) is available 
at the time the command is executed. 

2. DISKDOCTOR (which attempts to sal- 
vage files from a corrupted disk) has been 
modified to actually fix the corrupted 
disk, lb be safe, however, the utifity still 
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reminds you to copy the fil^ to another 
diskette. 

3. FF (FastFonts) is a short program 
which significantly speeds up text display. 
The most efficient use of the command is 
to insert it in tlie startup-sequence so that 
it wUl be executed upon boot up. 

4. ICONX permits execution of a script or 
batch file fixim the Workbench. Previous- 
ly, an icon could only execute an object 
module program. With ICONX, you can 
click on an icon associated with a batch 
file containing a number of different com- 
mands. 

5. INSTALL has been enhanced with the 
CHECK parameter to determine whether 
the boot block of any standard diskette is 
normal. If it is not, you may have an in- 
sidious virus on that disk. 

6. REMRAD can remove the recoverable 
RAM device from the computer's memory. 
Previously, once the RAMdisk was mount- 
ed, you could never remove it without re- 
booting the computer 

7. RESIDENT is one ofthe most valuable 
new commands. When using the SHELL, 
RESIDENT will load most user-specified 
commands into memory where they will 
reside, so future use of those commands 
will not require constant disk access. 



AmigaDOS 1.3 also provides several 
new deviffis. One of these is SPEAK 
which allows you to direct the output of a 
text fde directly through the speech syn- 
thesizer ofthe Amiga. By executing the 
command "COPY filename to SPEAK:", 
the computer will speak the contents of 
the file. Additionally, several new librar- 
ies are included which support the option- 
al 68881 co-processor. And last but not 
least, AmigaDOS 1.3 provides hard disk 
users with the FastFileSystem. It signifi- 
cantly increases the transfer rate of data, 
and also the amount that can be stored on 
the disk (hy about 5%). While it can only 
be used with hard disk drives, some PD 
programs allegedly can adapt FFS for use 
with floppy disks. 

Extras 1.3 

Sorry to report that there's not much 
new on the Extras disk except the vast 
majority ofthe printer drivers and the 
three new fonts that have been moved 
there to make room for all the new stuff on 
the Workbench diskette. Unfortunately, 
no change has been made to AmigaBA- 
SIC (which sorely needs attention and 
treatment), although MicroSofl; is report- 
edly working on some fixes. 



The Manual 

The documentation accompanying 
AmigaDOS 1.3 is a softbound, 150-page 
manual. Commodore took great care to in- 
sure complete and thorough documenta- 
tion of all ofthe features — even those 
which may not have been added but were 
I not adequately documented in the past. 
The manual also contains many hints and 
examples to make using AmigaDOS easi- 
er. For example, several pages are devoted 
to hsting alternate stortup-sequences to 
use for different purptees. Internal switeh 
settings are iUustrated for all the printers 
supported by the included printer drivers, 
and sample Mountlist enbies are pro- 
vided for the various devices. 

Summary 

The enhancements and improvements 
to the Amiga Operating System contained 
in AmigaDOS 1.3 are sutetantial, and, 
above all, evidence Commodore's dedica- 
tion and continued support for the Amiga. 
The update makes the Amiga a more pow- 
erful computer, and one that is easier and 
friendlier to operate. Considering the 
number of features and the moderate 
price ofthe package, AmigaDOS 1.3 is 
certainly worth purchasing. •« 



Explore the Newest World of Software . . . 

On a Video!!! 



If you want to get the most from your 
computer, here's good news: Twenty 
of the top software developers in 
the US and Canada have been 
brought together In a full-length 
showcase of their hottest new prod- 
ucts. All on a unique video whichi Is 
an important software buyers guide 
and the first and only "video ency- 
clopedia" of software applications. 
Experience all the sights and sounds 
of the latest software developments; 
explore descriptions and demonstra- 
tions in the comfort of your home. 

What Reviews Alone 
Can't Show You 

We've included full color and sound 
"how to" demos of the most exciting 
Art, Video, Music, Entertainment, 
Desktop Publishing, Educational 




and Business software. Fully produced on 
and featuring the Amiga®, many programs 
also have C-64® and 0-128'" versions 



available. You'll experience the wide 
range of Commodore® power 

includes 
Rarely Seen Software 

Imagine performing surgery with 
medical simulation software or 
exploring the universe with an 
astronomically true space exploration 
simulator Preview desktop publishing 
and video programs. Examine the 
specialty software used to produce 
hit records and television pro- 
gramming. These are rarely seen 
programs that you should know 
atxDut to make informed purchasing 
decisions — to get the most for your 
money At $39.95, this tape can save 
you many times its cost. So please, 
take a minute to call or write. We 
have a whole new world to show you. 



In USA 1-800-344-2525 Extl 

In m 1-800-348-8181 Ext.1 

or send check or m.o. for $39.95 -^ $4.00 p/h. to: 

VIdeoAdvantage, 1 229 Poplar Avenue, Mountainside, NJ 07092 

NJ residents please add 6% sales lax 

Amiga, 0-64 and Cofnmodofo aia ragisteted tradema/ks of Commodora C-12e Is a tradenwy ol Comnwdore. 



COMIvlODORE MAGAZINE 43 



ajijoifv.'v .. 



*''^i^ ■■-■■•■ 



•Si: 






^^'^*^^^<''^<^'^--'-^:-^^'>«>'^^ 



Until now 
you and your Commodore 

could only talk to 
each other. 



Welcome to Q-Link. 

You and your Commodore* probably 
have a very good relationship. But even the 
best relationships need to grow. Tliat's wliy 
there's Q-Link. 

Q-Link connects you with tens of 
thousands of friendly, interesting people all 
over the country. Share stories, talk shop, 
tell jokes, or just shoot the breeze with 
them in a wnole new way. On your 
Commodore. 

When you and your Commodore start 
talking to the rest of the world with Q-Link, 
exciting things start to happen. 
Things that are sure to improve 
your relationship. Like playing 
the latest interactive, mil- 
color games. Taking college 
courses. Accessing over 1d,000 
software prograrns. Enjoying 
guest speakers on a wide range 
of topics. 

And Q-Link gives you a 
direct connection to tfie experts 
at Commodore headquarters as 
well as the major software pub- 
lishers — a Q-Linl< exclusive. 

Tliere's so much to do on 
Q-Link, it can't all fit into this ad. 
For that, you'll need our full-color 
program guide, with a complete 
calendar of events and activities. 
And you'll get that free from 
Q-Link every month. 



going and there's plenty of online support 
every step of the way Like Q-Linl< support 
groups and helpful Q- Guide experts. 



Getting into Q-Link. 

You'll love being a member of Q-Link. 
You pay only $9.95'^a month (and any local 
phone charges) for "Basic" service, which 
includes unlimited access to the latest 
news, sports, and entertainment informa- 
tion. Even a full-featured encyclopedia. We 
also offer "Plus" services such as 
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A special offer. 



If you don't have a modem, Q-Link will 
help you get one at a price lower than 
anyone could imagine. For details, call 
1-800-782-2278, Ext. 2400. 

You'll also get a free Q-Link Starter 
Kit, including software. It's easy to get 



shopping and travel 
reservations for only 8e per minute extra. 

It's time you and your Commodore got 
out and talked to more interesting people 
than just each other, And on Q-Link, it 
couldn't be easier. 



'!b joifi Q-Link imv, a\H: 

1-800-782-2278 

Ext. 2400 




Add new life to your Conunodore: 









The computer that 

works like 

the mind of a musician. 

A musician's mind is like a miraculous computer that runs several programs at the same 
time. It weaves a bass line while painting an improvised melody. 'flie mathematics of chords 
and scales flood its memory along with emotion and occasional inspiration. It's a perfect 
network of intricately choreographed events— all occurring at once. 

Commodore* Amiga personal computers work much the same way. 

Tlirough a process called multi-tasking, Amigas can actually run several programs at 
once. If you're composing or arranging music on a computer; multi-tasking can mean a 
radical increase in speed, spontaneity and creativity. 

Because with an Amiga* you can run a MIDI music sequencer 
while you edit patches, samples-even your production notes. And 
you can compose a music video by running powerful Amiga 
graphics software in concert with MIDI music tracks. 

&) get a closer look at the computer that thinks like you do. See 
your Authorized Dealer, or call 1-800-343-3000, ext. 200 for in-depth 
information about the affordable Amiga 500, the expandable Amiga 
2000, and the large and growing library of Amiga music software. 
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X-Specs 3D 



Reviewed by Jeffery Scott Hall 



Computer: 
Publishen 



Price: 



Haitec Resources 
208Can^UtonPiffk 
Suite 1207 

Carrollton, TX 75006 
$125.00 



From Haitex Resources comes X-Specs 
3D, a hardware and software combi- 
nation used to generate "true 3D." When I 
received the product for review, I was a lit 
tie apprehensive about the exact purpose 
of the glasses and how the user would 
benefit. Now those doubts are gone. The 
package contains the fotlowing items: a 
pair of X-Specs 3D glasses, an interface 
which plugs into the second joystick port, 
and an introductory X-Specs 3D disk. 
Let's take a closer look at the hardware. 

X-Specs 

Haitex has gone to a lot of trouble to 
make X-Specs both comfortable and visu- 
ally appealing. The glasses will mold to 
your head without resting on your nose, 
through the use of a rubber strip at the 
top while being held in place by an adjust- 
able elastic strap. This helps to make the 
glasses comfortable to any user of any age. 
You will also find X-Specs very acconuno- 
dating to those who wear prescription 
glasses. There is enough room to keep the 
glasses on whUe wearing X-Specs without 
interference. 

The X-Specs glasses plug in to the in- 
terface tlutjugh the use of a seven-foot ca- 
ble. The interface contains two jacks al- 
lowing you to use two sets of X-Specs 
glasses simultaneously. However, you 
may connect more than two pairs to the 
interface with headphone splitters (Radio 
Shack part number 274-313). 

What is 'True 3D' 7 

Just how does X-Specs produce what I 
refer to as "true 3D" or— to use the techni- 
cal term— "stereoscopic" vision? lb under- 
stand this, we must first understand the 
basics of human vision. Each of yom- eyes 
views an image from a slightly different 
angle. These images are flat with abso- 
lutely no depth until the brain combines 
the two flat images. When this happens, 
you obtain one collective stereoscopic im- 
age which has threeKlimensional depth. 
This principle is applied by the X-Specs 



Since the images are 
switching between the 
eyes at such a fast 
rate, the brain 
combines them 
into one to give you 
a stereoscopic 3D 
view. 




glasses. The glasses allow the computer to 
display a flat image to each eye indepen- 
dently, thus tricking the brain into con- 
structing a stereoscopic 3D image. 

Well, that's nice but exactly how does 
this process work? Let's look at the inner 
workings of the X-Specs glasses a little 
closer Liquid crystal display (LCD) shut- 
ters can be found inside the glasses. A 
low-powered cujTent is driven through the 
LCD shutters which can be polarized in 
one of two diflbrent methods: one crystal 
clearing while the other is darkening. 
Through the use of the interface and spe- 
cial software, the LCD's can \x controlled 
by different shades of darkness and clear- 
ing. The screen is updated every sixtieth 
of a second. Every odd sixtieth second the 
left eye is allowed to view the screen as 
the left shutter of the glasses clears and 
the right shutter darkens. This allows the 
left eye to view what is on the video screen 
while the right eye is restricted from view- 
ing. This procedure is reversed on every 
even sixtieth of a second. 

lb sum it all up: Since the images are 
switching between the eyes at such a fast 
raU,', the brain combines both images into 
one to give you a stereoscopic 3D view. 
Now that we've explored the hardware, 
let's take a closer look at the soft\vare. 

The Software 

The disk included with X-Specs con- 
tains programs designed for use with the 
glasses, Many stereoscopic 3D paintings 
are included, my favorite has a digitized 
cat appearing as if it is right in fiinnt of 
you. 

lb create your own stereoscopic 3D pic- 



tares, use the handy utility called D3D. 
This allows you to display any image 
stored in [FF fonnat. The piiocess used for 
creating the images is fairly simple, but 
too lengthy to describe here. One other 
demo I found quite impressive was one in 
which spinning cubes leap out directly in 
fitrntofyoui^eyes. 

Science students will find many uses for 
X-Specs. For instance, they can show off 
exact repnxluctions of molecules turning 
on the screen in real time. 

My favorite use of X-Specs is a video 
game called Spcwe Sptuh. This is a unique 
shoot-'em-up game not only because of the 
3D aspect, but also because you pilot a 
space ship through never-ending fields of 
food. That's right, instead of blasting as- 
teroids, you blast food debris left by an ac- 
cident firam a intergalactic junk -food 
freighter Your objective is to destroy as 
much of the food as possible while avoid- 
ing collision. The food includes fljing po- 
tatoes, chocolate cakes and pepperoni piz- 
zas, not to mention other fattening favor- 
ites. What do high-calorie foods have to do 
with the game? At the beginning of the 
game you'll see a beautiful, svelte girl. 
Each time you take a hit she gains weight 
until she finally explodes fi^m a severe 
case of indigestion. 

The different colors used for graphics 
prove that 3D games can contain any pos- 
sible color combination. The stereo sound 
effects are also appealing. Other features 
include a pause option and a high-score 
table. Describing the game does it little 
justice unless you've actually seen the ste- 
reoscopic images. 

Cimliniied on page 118 
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Each month Commodore 
Magazine brings you FREE 
programs, pre-tested and ready 
to use. You'l! get the latest 
games plus practical programs 
for home and business applica- 
tions, tutorials, graphics, music 
and more/all with easy to under- 
stand instructions. 

Subscribe or renew your sub- 
scription now at the low rate of 
$24.95 and we'll send you a full 
year of Commodore Magazine 
(12 issues). 

To order call toll free 
800-345-8-112. 



All your computer has to offer with Commodore Magazine 



INSIDE Q-UNK 

Hints For 

Online 

Conferences 

Explore the inner workings of 
the Q-Link telecommunica- 
tions service with network pro 
Bob Baker. 



Back in November I mentioned a use- 
ful hint sent in by BrianD5, well 
Brian's back. This time Brian has a help- 
fiil suggestion for the online events in the 
various SIG conference rooms and similar 
meeting places on Q-Link. By the way, 
Brian helps run the GIN Byte Bar room in 
People Connection from time to time, so 
his hint is from first-hand knowledge. 
If you're familiar with these online 
gatherings on Q-Link, I'm sure you're well 
aware of the online protocol the Sysops 
use to try to keep things organized. Rath- ; 
er than having everyone trying to "talk" 
at one time, the Sysop usually runs the 
event more like a formal meeting. Every- 
one is supposed to be recognized by the Sy- 
sop before entering comments or ques- ; 
tions. This is veiy similar to the way var- 
ious amateur radio "nets" are handled, i 
with a "Net Control" stiilion handling the j 
interaction between numerous stations all i 
on one frequency. Tlie ideas are the same 
and work very well if everyone cooperates. 
The actual protocol on Q-Link is to send 
a "?" if you have a question, or a "!" if you 
have a comment you want to make. The 
use of veiy short one-character messages 
makes it easier for the Sysop to keep track 
of what is going on and does not overly 
disrupt the flow of information currently 
in progress. Once you've entered your "?" 
, or "!," wait to be recognized by the Sysop 
] and then quickly enter your question or 
comment. Dry to keep your messages, 
short and to the point, but on the other 
hand, don't over-abbreviate so as to make 
things unintelligible. 

This is where's Brian's hint comes in! 
Once you've entered your "?" or "!" to indi- 
cate you have something to say, you can 
immediately start typing your message in 
your input buffer. Just be sure not to hit 
the RETURN key to actually transmit 
the message until you've been recognized 
by the Sysop controlling the gathering. In 
this way you am save valuable time by 




having most or all of your message ready 
to transmit the instant you've been nxog- 
nized. If your whole message didn't fit in 
the input buffer, you can always type in 
the remainder of the message and trans- 
mit it as usual. 

Fve used this technique myself for quite 
some time and can add one other handy 
thing you might want to remember, A few 
times I've started typing my text in antici- 
pation of asking a particular- question, 
only to find myself being asked to respond 
to someone else's question. F something 
like this happens, don't panic. You can al- 
ways clear your entire input buffer with 
one keystroke. WTienever you need to dis- 
card everything in your input buffer, sim- 
ply press the CLR key (SHIFT and 
CLR/HOME) and everything will disap- 
pear mlh the cursor repositioned at the 
start of the input buffer. This little trick 
works everywhere on the system when 
you're using an input buffer to enter text. 

If everyone at a particular gathering is 
using this little technique to pre-enter 
text, you'll be amazed at how quickly the 
messages are handled and how much can 
be accomphshed. The more people in the 
conference room, the more effective this 
technique can be. Of course, this type of 
technique isn't needed in the Auditorium, 
since all of the questions go into a queue 
and are processed by the speakers one at a 
time. But in the conference rooms, and 
even in People Connection rooms, it can 
have a drastic effect on what can be ac- 
comphshed. Thanks for another handy 
tip. Brian! 

By the way, few people understand what 
is going on at the auditoriums and why 
there is quite a delay between messages. 
Well, I can personally testify that running 
an auditorium can be a very hectic and 
hair-raising experience, especially if 
you're all alone. When you enter a ques- 



tion at an auditorium event, it's placed in 
an input queue for the speakers. The mes- 
sages are .sequenced for the speakers in 
the order they're received by the system, 
and one of the speakers must read the 
message before it can be processed. 

In most auditorium events, one speaker 
tries to cooiTiinate the event with tlie help 
of several other speakers. The person con- 
trolling the event will usually read the 
messages, answering some questions and 
passing on selected questions to other 
speakers. In this way, each speaker can be 
preparing his or her answer to a question 
in their input buffer while another speak- 
er is transmitting text to the people in the 
auditorium. With several speakers each 
alternating questions and answers, the 
whole thing can flow pretty smoothly with 
very little time between messages. 

Some auditorium events use a slightly 
different variation, where one person be- 
comes a moderator and simply reads and 
transmits each question from the queue. 
The other speakers then answer the dis- 
played question without the benefit of see- 
ing it before it's transmitted. For some 
events, this can be a much quicker way of 
processing the question.s— if the questions 
and comments are relatively quick with 
little thought required to respond. 

If only one person is running an audito- 
rium event, even with the help of someone 
from Q-Link, it can be veiy hectic trying 
to read and answer questions in a timely 
fashion. The whole thing gets bogged 
dowTi, since you have to read and transmit 
each question before starting to type a re- 
sponse. Plus you occasionally get a "dud" 
question that has to be weeded out and 
discarded, so there is generally a small de- 
lay between messages with only one 
speaker at an event. I've handled a few 
lone auditorium events, and believe me 

Canlinued on page 1 18 
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This year Commodore users 
ike you came together on 
GEniej^K^to qet their 
Commodore questions 
answered by experts, their 
Commodore games won, their 
Commodore systems updated 
and their online Commodore 
opinions confirmed, 
researched, and applauded 

862,391 times. 



GEnie. 

For the people, 
by the people. 

You've never been a follower. Yoj warn 
your voice heard. You want siraighi, ynbiased 
information aboui your hardware and software. 
Ydj vism independent news. Opinions. 
And control. 

GEnie understands. In the Commodore 
RotindTable or GEnie, the people determine 
what is discussed. And since GEnie is not a 
hardware or software developer, you'll gel the 
most objective information about what's newr 
on the market. That's why smart Commodore 
users like yourself turned to us over 800,000 
times ihis year. Thai's why you should loo. 

GErie makes sure you have access to all 
kinds of great Commodore software-including 
thousands of games, education and business 
productivity programs as well as hard-working 
utilities to expand your Commodore. And the 
experts you trust will be online when you log 
on. Plus news, shopping, travel and reference 
data. All for only 8t a minute . 

Sign-up is just $29.95, and your first 2 
hours are free,* There are no hidden charges 
or momhly minimums. I^ow it's your call. 

Here's how easy it is to sign-up 
from your keyboard now. 

^ Have your ma|or credit card or checking 
1 . accoum number ready. 

„ Set your modem for local echo (half- 
£.riLplex|-300orf2DObaud. 

- Dial I-800-B38-8369. When con- 
J. nected, enter HHff 

- At the Uyi=prompt enter 

4. XJM11709,GEnie then RETURN. 

Need help or more information? No modem 
yet? We can help. In the U.S. or Canada call 
1-80D-63B-9636. Join the online Revolu- 
tion and lei your voice be heard. 
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Join the Revolution. 
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ADVENTURE ROAD 

Interfacing 
the Facts 

News and opinion from a leading 
explorer of those fantasy realms 
called adventure games. 

A couple of new releases — Manhunter 
JLlLfor the Amiga and Captain Blood for 
the Commodore 64 — got me thinking 
about interfaces in adventure games, and 
how and why they've changed so radically 
in the past few years. Essentially, the in- 
terface consists of two parts; how you tell 
the computer what to do, and how the 
computer tells you what happened as a re- 
sult of your input. The two basic interface 
types derive &iom the original mainframe 
computer games: Adventure, which intro- 
duced the joystick and animated graphics. 
Most of the changes in the way you tell 
the program what you want to do in ad- 
venture games have resulted from the mi- 
gration of the computer from tlie business 
world into the home. The first people to 
play adventures did so at work, at school 
or perhaps via a teletype terminal at 
home. For these students and computer 
professionals doing database or number- 
crunching work, part of the fun was in be- 
ing able to type "kill the dragon, then get 
the gold" into a computer, instead of "find 
file xyz." This kind of interface, in which 
you type in words that the program's 
parser interprets, was a natural for people 
accustomed to communicating with com- 
puters in this fashion. 

The Interface goes MAD 

Tbday, however, many computer players 
don't even know how to type (or at least do 
it very well), and don't want to learn. 
They'd rather have fun playing games, 
and the evolution in interfaces in the busi- 
ness world— from parsers to menus and 
now icons— works even more successfully 
in the world of gaming. Sierra's new Man- 
hunter, for example, does away with typ- 
ing altogether, ushering in the most ele- 
gant interface Fve seen in an adventure 
game. 

Instead of typing in commands as you 
normally do in Sierra's animated adven- 
tures, you rely on the mouse or joystick 
and one of several on-screen cursors. If an 
arrow appears, you can move it to a door 
or other exit, then press a button to go in 
that direction. Position it over an object, 




and the program asks if you want to take 
a closer look at the item, in which case 
you'll view a new picture (at double the 
resolution of Sierra's previous adventures, 
which finally take advantage of the Ami- 
ga's capabilities). If it's Em item that can 
be picked up or used, the cursor turns into 
a hand and the program asks if you want 
to add it to your inventory or use it. The 
only time I had to t>pe was when using 
MAD, a "mini-computer" used by the 
Manhunters, to look for information on 
the people in New York. 

MAD is an integral part of Mankuntei^s 
plot, in which you are working for aliens 
(called orbs, because they look like flying 
eyeballs) who have taken over New York 
m the year 2002. Your job is to track down 
criminal humans, and MAD's function is 
to show an aerial view of the city and 
close-ups of building interiors, where a 
moving blip represents the person you're 
spying on. It's like the city maps used in 
Police Quest, but more detailed (especially 
in the interior close-ups), and you don't 
have to drive a car around and crash into 
things every ten seconds, lb travel to an- 
other location, you simply position the 
cursor over any location that is blinking 
and punch the button. The number of 
places you can visit at the outset is limit- 
ed, but successful adventuring will ex- 
pand the variety of destinations. MAD of- 
fers a convenient feature that automati- 
cally records each clue you find, so instead 
of taking notes every time you run across 
a clue, you can access MAD and read your 
notes. (It doesn't offer auto- mapping like 



the Infocom games, but I have yet to see 
one program— of any type— that has all 
the features I want.) 

Manhunter uses less text in its re- 
sponses than most Sierra games. And 
some of the visual clues are animated, an 
interesting element I don't recall having 
seen elsewhere. Another dramatic change 
from the standard Sierra format lies in 
the perspective of the illustrations: in- 
stead of seeing your animated character 
in a location, you view that room through 
his eyes most of the time. As usual. Sierra 
has packed in a variety of entertaining ar- 
cade-style games that are never too diffi- 
cult to interfere with the flow of the action. 
One nice touch is that you rarely (if ever) 
get killed, so you don't have to keep re- 
storing a saved position. (Surprisingly, 
this adventure was \vritten by Dave Bany 
and Dee Dee Murry, who are better known 
for the war games The Ancient Art ofWar 
and The Ancient Art of War at Sea.) 

Another example of a no-typing inter- 
fac» is in LA. Crackdown from Epyx, a 64 
and Amiga mystery in which your goal is 
to nail a big-time drug dealer. The joystick 
is used to make selections from a menu 
that occupies the central portion of the 
screen's lower half. Select "Go to," and an- 
other menu fists potential destinations. 
Other choices include "bug" (to plant an 
electronic listening or video device), "re- 
view" (to play back phone calls recorded 
by a bug), and "arrest" (to yell "Freeze, 
sucker!" at the nearest criminal). 

The top half of the screen shows a pair 
of pictures that represent video feeds from 
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your bugs. Other windows on the bottom 
half show a map of the city, or of your 
parked stakeout van's current location. 
It's an unusual approach for a mystery 
game, one that works very well. (But this 
is also a very easy game that veterans 
may finish too quitily) 

Interplay tried a menu-based approach 
in their series of graphic adventures, of 
which the most recent release was Thss 
Times in. Tbne Tbwn. From a list of verbs 
and one of nouns, you use the stick or 
mouse to pick from each column and form 
a command. Or you could pick a verb, 
then dick on something in the picture. 
This interface was somewhat limited by 
the fact that you still had ia type in cer- 
tain sentences that were vital to pusle- 
solving, because there wasn't enough 
room to fit every word in the game's vo- 
cabulary on the lists. Lucasfilm's Maniac 
Mansion and Zak McKracken handle this 
task even more smoothly, mainly by limit- 
ing the vocabulary. 

Recently we've seen even more imagi- 
native no-typing-required "parsers" that 
replace the words with icons. ICOM's se- 
ries of graphic games for the Amiga— 
D^a Va (also for the 64), Shadowgate and 
[/ntnytted— let you click on one of the 



verbs in a list, then move a cursor over the 
picture window and chck on an object to 
perform that action on the item. 

An "Iconversation" with Captain 

Blood 

A science fiction adventure for the 64, 
Captain Blood actually replaces the words 
with icons. You communicate with an as- 
sortment of aliens by selecting up to eight 
icons to form a sentence. The icons' defini- 
tions {want, know, say, destroy, me, brave 
and 114 others) are listed in the manual, 
though the meanings of some, such as 
"lau^," are apparent. "Reading" an 
ahen's messages is easier than formulat- 
ing your own. A message appears as a list 
of icons, but you can point to an icon and 
its definition is displayed. Needless to say, 
you won't be able to fulfill the game's goal 
without learning the aliens' lingo. 

That goal — and the game's plot — are as 
imaginative as the interface. You play the 
it)le of Captain Blood, who was program- 
ming a great new computer game while 
his ship raced through space. But some- 
thing went wrong during a Hyperspace 
warp, and Blood was "sucked into my own 
game!" As a result of a peculiar side effect, 
he was also cloned five times, and will die 
unless you track down each of the clones 



before time runs out. There's more to do 
than just chat up aliens finom the other 
side of the universe: you've got to get 
there first, which requires learning to fly 
the spaceship simulator Besides its origi- 
nal plot and interface, Captain Blood of- 
fers extra replay value: a different galaxy 
is created when you start a new game. 

Clues of tlie Month 

Danny Peterson and Lou Tbmetich sent 
in some tips for Pool of Radiance. (These 
are not coded, so don't read them unless 
you really need help.) The Slums: Use 
search mode after clearing the first three 
rooms. At 13,10, you should run the er- 
rand for Ohio. You must map all the Old 
Rope Guild (6,10) to complete the slums. 
TVy to seU weapons or items at the Ar- 
mory to learn their true value. If the shop- 
keeper offers more than it's worth, equip it 
to see if it's magical. (This makes the E) 
command unnecessary.) Tb win the main 
battle in the Slums (two ogres, four trails), 
hire a Swordsman and a Hero at the Guild 
in Phlan. Equip Fighters with two-handed 
swords and bows'arrows, and have the 
Magic Users cast Sleep. Deal with the 
trolls first by hitting one of them until it is 
dead, then slaying the next; otherwise, the 
trolls will r^enerate. B 
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flicker and visible scan lines. The result: superior 
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Advanced Graphics Adapter for The AMIGA® 2000 
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S1I8SS Reduction-Enhanced 299 
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Triree Stooges 
Ultima V 
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15 
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Courting Parade 6 

Designasauius 

Early Learning f ilerkls 6 

Easy Sign 17 

Evelyn Wood Dynamic Header 1 7 

Pacemaker 16 

First Men on Moon Matt! 19 


Animation Station 65 
Award Maker Plus;C64 29 
Billboard Maker/64 26 
Blaning Paddles 25 
Bumpersticker Maker 35 
Business Caid Maker 29 
Buttoni Badge Maker 39 
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GrarKlma's House 6 
Hayiien SArcreoaration. 32 
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CMS Accounting 128 


129 


Kids on keys 16 


Cad 3W64 39 


1 541 J1571 Drive Alignmenl 25 








CMSInventocyModuk!l28 


53 


KkJwrltnt 22 


Cailpik128 42 


1581 rooikit 32 
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Home Designer 

Hami Designer CAD 12S 
Given glowing ratings by every major Commodore 
magazine, this CAD system outclasses every 
othsr CAD program, because ol its object-based 
dflsign. Witfi over 50 powerlul commands, 5 
drawing layers, superb support ol library figures 
and lazerquality printouts at AKY scaie on your 
dot matrix pnnter or piotter, you can create 
drawings so accurate that a blueprint can be made 
(rom tbemt 

Tired of working with poor quality/inaccurate print- 
outs, manipulating littie dots on a bitmap, giving 
up on detailed work because you can't Eoom in 
close enough? Join the prolessionals' 

only $45.00 

mojsQ Of foysiich r&quirct] 
hlWlEng neeirng Libfa/y diSkava-lntMe now. S10.00 _ 



SIZZLING HOT 
ENTERTAINMENT TITLES 



AMD Pool ot FtadBWs 29 

Bilii«ri,p ....,,.,.,.. 24 

Cavwnan Ugh'lympics 22 

Double Otjgo" ■ • 2? 

Jordan vs Bfrd , . , 24 

lord ot the ftislnj Sun 25 

Monoplj C64 , 24 

Wewromancer - . i , , 29 

Operation Woll . , . , 29 

haiMfi . . .- , 25 

Powerpla/ Hockey 24 

ftiqipage 27 

Roc kit ^3fi^ n 

Roggi fUtitiit 15 

ScraliM 2e 

Scrufilts 29 

Skale w Die .22 

TV Spofls Foottiafl 25 

Jt\ti^ SlDo^es ..,,.,.... . ?7 

UltlmaV , 42 



Zacn Macrakin 

Zoom 

Buy any 3 of the above titles 
and deducl $S from your order lolall 

Offer good jntii 2/28/88. 
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1G41/1571 Drive Alignment 
This excellent alignment program is a must fiave 
for every Commodore owner. Easy to use, it helps 
you to align your drive so that it runs just as if it 
were newl The simple ir^structionai manual and 
on-screen help prompt you thru the alignment 
procedure and help you adjust the speed and head 
stop of your dn'ves. it even includes instructions 
on how to load the alignment program when 
nothing else will load. Don't be caught short! We 
get more RED LABEL orders tor this program, then 
any other program we sell. Save yoursell the 
expense! Order now, keep it In your library and 
use the 1541/1571 Drive Alignment program 
regularly!! Works on the C64, C12B, and SX64 for 
both the 1541 and 1571 drives. 

STILL OKLY $25.00 




SKETCHPAD 128 

Brand new from Free Spirit, Sketchpad 123 fully 
supports your 0128 and takes advantage of its 
crisp 80 column graphics capabilities. It is packed 
with ail the features ol a professional drawing 
package such as drawing SMOOTH freehand lines, 
3D Solids, creating Slidestiows, Cut & Paste, Clip, 
Flip, Enlarge, Shaded Fill Patterns, a variety ol 
Fonts, Air Brush and more! It suppers Printshop 
graphics and is completely compatible with ail 
BASIC 8 files. 

Sketchpad 1 28 unleashes the graphics power of 
your CI 28! It supports your f35f Mouse, 64K 
Video Chip, f581 drive and 80 column display. 
What mere could any real 01 28 user eik for? 

ONLY $24.00 
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BONUS DOLLARS 

EARN BONUS SSS WHEN YOU ORDER!!! Fof every 
$50 ol soltware and accessories that you order, 
you earn one bonus dollar. That's an additional 
2% discount!! Use your bonus dollars on future 
purchases. 

CATALOGS 

We now have our ALL NEW AMIGA catalog, 
describing hundreds ot products for your 
computer. Call or write tor your copy of our AMIGA 
CATALOG todayl! 
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eniwALL 

SOLID PRODUCTS fi SOLID SUPPORT 

P.O. BOX 129 5B Notts StTMl 

Kuhlown, PA 19530 

2t HOUflS TOLL FREE 

1 800 638 5757 

Circl* 132 on FlaadBr Service caid. 
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BASICS i 
IS BACKII 

INEW PACKAG1KGI 
INEW SUPPORTI 



This popular package adds extensive 80 column 
graphics capabilities to your Cf28. A must lor 
CI 28 programmers! As an added bonus several 
preprogammetJ BASIC 8 applications, such as 
BASIC PAINT, WRITE and CALC. are included on 
the liip side! 
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JUST $29 



^^"^ 



*t^ 



.^^^* 



NEWS MAKER 128 

Finally somebody (Free Spirit Software) has 
introduced a desk top publishing program for the 
128 in its native model Take a few moments to 
think about what should bo Included! Would you 
like the crisp & clear 80 column screen? Would 
you like to zip across the screen with a 1351 
mouse? Could you use a Ram Disk that can store 
muili-page documents & graphics available at the 
click of a mouse? Also how about storing up to 45 
fonts in the Ram Disk for instam access? How 
at)out if you could use Print Shop graphics directly 
from the Print Shop disk? Also be able to use 
pictures and graphics created with Sketchpad 1 28 
and Basic 8.0. Would you prefer graphic tools that 
would allow you to draw custom art directly? How 
about supporting 2 text modes and 9 font sizes? 
Pour sequential files into columns? Adjust 
columns around graphics! or type text directly to 
the screen? 

ONLY $24.00 

CI 280 (or 64K video) and 
80 column monitor 
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SCREEN 



Create IncttdlUe presentations using 100,000 
different combinations of effects. Create fantastic 
animatet! scripts using the mast powerful CG4 
editor ever created. 



OUR PRICE $25 



Convert, Enlarge, Alter, Enhance, Crop, Invert, 
Flip, Reduce and even Smooth graphics with this 
great graphics conversion utility. 



OUR PRICE $25 




"Optimize" your Kii-Res graphics producing 
hardcopy with FOUR TIMES the resolution of 
standard printer dumps. 



OUR PRICE $19 
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PROJECTS 



by Jerry Penner 



Blackout- 
Proofing 

for the Commodore 64 



An computers share a need for clean, 
Lpure, iinintemipted power for de- 
pendable operation. Even a brownout a 
fraction of a second in length will reduce 
your Commodore 64 to the cyan-on-blue 
screen prompt proclaiming 38911 bytes of 
free RAM waiting to be programmed. This 
can be really irritating, especially when 
things like refrigerators, furnaces, air con- 
ditioners, arc welders and industrial 
equipment many miles away can put dips 
and spikes in line voltage at any time 
without warning. 

The unintemiptable power supply de- 
scribed here is designed to output lots of 
clean, stable power to your computer 
whether or not the local Power Lords are 
doing the same. While the price of not pro- 
tecting your computer can range from lost 
data to a complete set of blown memory 
IC's (caused by the meltdown of a weak 
supply), protecting your investment (and 
sanity!) can be done for under $1(X). What 
a bargain! 

The device does not work miracles, it 
merely accompHshes the necessary. It will 
only supply current to the computer and 
any parasitic peripherals (e.g., expansion 
cards, tape drive, etc.). Devices such as 
monitor, disk drive and printer are not 
protected and will shut down during 
blackout. If you can enter commands 
blind (without monitor), you can still save 
to tape. Remember that when power does 
come back, your peripherals will be reset 
and won't remember any OPENed chan- 
nels they and the computer were sharing 
before the power loss. 

An unintemiptable power supply 
(UPS) has three functions: it must store 
incoming power for future use, provide 
power for present use, and switch from in- 
coming to stored power within microse- 
conds of detecting low incoming voltage. 
There are two methods of accomplishing 
this. One acts as a normal power supply 
and feeds the computer directly from the 
transformer until a voltage dip is detect^ 
ed. At that point the output is switched 
from incoming line to stored power and 
the ne<«ssary voltages are synthesized. 
The other method (used here) always syn- 
thesizes the output voltage, merely 
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Figure 2: UPS Power Ownedor, Solder Side 



svritching from line to stored power during 
a voltage dip. It does consume a bit more 
power, but has a much shorter switching 
delay from line to stored current and it's 
simpler to build. 

How it Works 

The Cemmodore 64 is a relatively easy 
beast to feed, since it needs only two vol- 
tages. -I- 5 volts DC feeds most of the IC's 
while the 9 VAC line sphts three ways in- 
side the computer Some of it is rectified 
and smooth&d for a second + 5 volt DC 
hne, some is squared up and used for 
housekeeping and updating the jif^' and 
time-of-day clocks, and the rest is rectified 
and smoothed to -I- 12 volts to feed the SID 
chip, 

"The schematic in Fig. 1 can be broken 
down into three parts. Fl, SI, Tl, Dl, D2, 
01, Rl, Bl and D3 make up the Ene con- 
ditioning, power storage, and line/storage 
switchover circuit. ICl, R2-R4, R6, R7, 
D5, Q1-Q4 and Q6 make up the 9 VAC 
generator, while D4, R5 and Q5 generate 
the -H 5 volt line. 

Bl can be any rechargeable 12-volt bat- 
teiy. For up to 30 minutes of blackout pro- 
tection, ten nicad D cells can be used. For 
longer protection a 12-vo!t gel cell is rec- 
ommended. Gel cells are similar to the 
lead-add storage battery, but use a gelled 
instead of hquid electrolyte. They are the 
best compromise between lead-acid and 
nicad because they are sealed, require 
zero maintenance, can be stored at any 
angle and have a higher current density 
than nicads. Check your local surplus 
store or electronics mail-order warehouse 
for stock. 

When purchasing batteries, a good rule 
of thumb for this project is two amp/hours 




of capacity for every hour of desired 
backup. 

The selection of Rl is dependent upon 
the capacity of the battery to be used. A 
charging rate of 2% of rated current ca- 
pacity will allow the batteries to trickle 
charge continuously without damage. The 
formula is Vh/(AH/50), Illustrating with a 
10 ampliour gel cell, Rl would be: 

Rl = Vb'(AH/50) 

Rl = 12/(10/50) 

Rl = 12/0.2 

Rl =60 Ohms 
A diarging resistor of at least 12 ohms is 
recommended to stay within the limita- 
tions of transformer Tl. 

D3 is the entire line/storage switchover 
circuit, D3 will conduct when the voltage 
at the cathode is 0.7 volts lower than the 
battery voltage and will automatically re- 
sume charging when the cathode of D3 
rises above the 0.7 volt difierential thresh- 
old ICl is a 555 timer oscillating at 60 Hz 
vrith a 50% duty cycle. TVansistors Q1-Q4 
are configured to produce an alternating 
current by turning on two opposing tran- 
sistors at a time. Ql and Q2 are confi- 
gured as an SPDT switch. Q3 and Q4 are 
configured the same as Q1/Q2, but Q6 
acts as a level inverter to allow the oppo- 
site transistor to turn on. When the oul^ 
put of ICl is high, Ql and Q4 turn on 
while Q2 and Q3 turn off, allowing cur- 
rent to pass in one direction between the 9 
VAC terminals. When the output of ICl is 
low, Ql and Q4 turn off while Q2 and Q3 
turn on, allowing current to flow in the 
other direction. The alternating current 
generated is a squarewave, but the Com- 
modore 64 isn't too particular about the 
shape, so we can get away vrith it. 
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Projects/ Blackout-Proofing 

R5, D4 and Q5 form a series-pass regu- 
lator circuit. This configuration was cho- 
sen over the 7805 regulator because of the 
higher available current capacity. Since 
the 7805 in the original brick supply is 
run near Ml capacity at all times, it has a 
tendency to quit after too many all-night 
B^sions. Q5 is rated at eight amps, 65 
watts. This gross overrating allows not 
only a lot of extra juice if needed, but also 
makes a heatsink unnecessary. 

Making the Power Loss 

Powerless 

Construction would be best handled on 
a PC board using Figure 3 for layout. Fig- 
ure 2 is a wirir;g-side view of the 7 -pin 
DIN plug. Be sure to check and recheck 
these connections,' The last thing you 
need on power-up is to realize only too late 
that you reversed the polarity of the +5 
volt DC line and fried every IC inside your 
computer. As always, socketing IC's is rec- 
ommended. Desoldering and resoldering 
IC's is both a pain and detrimental to the 
health of the PCB traces. When selecting 
an enclosure for this project, look for one 
with circulation vents. Things will be get- 
ting pretty warm in there after a few 
hours. 



Calibration and testing are relatively 
easy. Once the circuit is built, measure the 
+ 5 volt line and make sure it is within 
+/-109f) of nominal. Set R4 to about 15 
Kohms and measure the 9 VAC line volt- 
age. If the AC generator is working per- 
fectly, the output will read about 12 volts. 
The discrepancy between nominal and 
measured voltage lies with the voltmeter. 
AC voltmeters are designed to measure 



Parts List 


Bl: 


12-volt rwhanjeflble tattcry \mk (sec 




text) 


Cl: 


4700 iJie-v-olt capacitor 


C2: 


lliF 16-volt capacitor 


D!-D3: 


1N5400 3A 50 PIV rectifier diodes 


W: 


1N4690 5 6V 250mW zener diode 


05: 


lN414e small signal diode (or 




equivalent) 


Fl: 


1A2S0V fast blow fuse 


ICU 


.555 timer 


(Jl, 43, Q5: 


TIP 120 NPN Darlink'ton traiBisloni 


Q2.Q1: 


TIP 125 PNP Darlin|,'ton transistors 


Q6: 


2N3906 small-signal PNP transistor 


Rl: 


Seetejrt 


R2, R3. R7: 


IKohm 209^ L'4W resistor 


B4 




20 Kohm tnullitiuTi irimpot 


R5 




470 om 20rv 1/4VV resistor 


R6 




10Kohm207<i;4W resistor 


SI 




SPST 12V 3A toggle switch 


Tl 




18VCT 2A timtformcr 


Miscellaneous 


: project box, power cord, 7'pin DIN 


male connector, S-pin DIP socket 



the RMS value of a wave. In the case of a 
sinewave (normal AC power), the RMS 
value is 70.7%' of the peak value. In the 
case of a square wave (what the circuit pro- 
duces), the RMS value is equal to the peak 
value. The peak value of a 9 VAC RMS 
sinewave is about 12.7 volts, which ex- 
plains how the computer can get 12 volts 
DC &x]m 9 volts AC. 

If you have an oscilloscope, connect it to 
the 9 VAC line and adjust R4 until a 60 
Hz wave is output. Otherwise, plug the 
power supply into your computer and pow- 
er up. Enter the program in Figure 4 to 
display the time-of-day clock to the screen 
and check it against a known clock. Ad- 
just R4 tmtil the clock is nmning at an ac- 
curate rate. Now close up the box and 
leave the power supply plugged in for 
about three days to allow Bl to chaise. 
Using the computer during this time 
makes no difference. At the end of the 
charging period turn on the computer and 
unplug the UPS from the wall, if the com- 
puter continues to nm, congratulations! 
Feel free to giggle uncontrollably at the 
Power Lyords. llieir grip, while not com- 
pletely removed, no longer dictates when 
you will use your computer. Hey! With a 
little imagination and a 12-volt television 
for a monitor, you could go portable . . . B| 
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by Graham Kinsey 



Amiga Public 
Domain 



This month FU look at a veiy interest- 
ii^ set of new Fred Pish releases 
{disks 155 to 162). I also review several 
PD programs from the AmigaZone, but I 
couldn't get to all of them this month. 
This month's highlights include a pro- 
gram that backs up boot blocks, a new 
VTIOO terminal program and dozens of 
utility programs. 

For each program, the author is given 
when known, along with the Fish disk 
number where applicable. FI obtained a 
PD prt^ram directly from PeopleLink's 
AmigaZone, I hst the AmigaZone down- 
load file number (if no file number is giv- 
en the program may still be on People- 
Link, but I obtained it somewhere else). 
When a public domain program has been 
classified as shareware, this is also men- 
tioned with the sugg^ted amount. 

Due to the size of animations coining 
out for the Amiga, you can assume that 
(unless otherwise noted) any Amiga ani- 
mations reviewed here require one m^t- 
bytetorun. 

NoSmoking: by Theo Kermanidis 
(Fish 155) 

This is an example of a recoverable 
alert (which is basically a Guru-style 
warning but is not fatal). NoSmokmg 
gives you a personal health message us- 
ing a recoverable alert. C source code is in- 
cluded, so those who program in C can 
quickly alter the code to display any m^- 
sage they want 

Sceneiy: by Brett Casebolt 
(Fish 155) 

This program generates multi-colored 
images of mountains with an optional sur- 
rounding body of water. The landscape is 
also covered with varying densities of 
vegetation. Since it was written in assem- 
bly language, it chews up very httle time 
(only a couple of minutes), yet it still pro- 
duces pleasing results. You can change 
variables including the level of the water, 
the height of the mountains, the direction 
the light source comes fix)m and the view 
angle. Generated images can be saved as 
an IFF file, but there is no way to load in 
previously-generated images for modifica- 
tion. 




OOPShbyJoergAnslik 
(Pish 156) 

OOPS! allows you to add some color to 
the Workbench screen. The program sim- 
ply modifies the copper list so that the 
plain blue Workbench color is trans- 
formed into a colorful set of blue strips of 
different intensities. Please note that 
there is no way to reverse this. Other 
screens are not effected by OOPS!, unless 
the screen has been dragged down and 
part of the Workbench screen is exposed. 

eOorSO: by Mark Schretlen 
(Fish 157) 

A simple program that toggles the 
60/80 column setting on Preferences, so 
you don't have to load Preferences just to 
change this setting. There are separate 
versions for Workbench and CLI. 

AmicForm; by John Motsinger 
(Fish 157) 

If you use Chet Solace's The Final List 
BBS listing strictly in conjunction mth 
PC-Pursuit, AmicForm will trim most of 
the "fat" out of TFL for you. AmicForm 
will take as input any standard TFL edi- 
tion and spit out a reduced version that 
only contains BBS's that are reachable via 



PC-Pursuit. Note: When running this pro- 
gram (using the Octolx-r 1988 edition of 
TFL as input), the program appeared to 
internally lock up and not complete its 
task. No Guru appeared as a result of this. 

AnimBalls: by Jim Guliford 
(Fish 157) 

AnimBalls is a program that will allow 
you to rotate balls of various colors and 
sizes in three dimensions. The mouse is 
used for all rotation conlrfjl, and there i)re 
keys that can be used to change the axis of 
rotation as well as the speed of rotation. 
The graphics are done in HAM mode (al- 
though there is a gray- scale option). The 
size, color and configuration of all ball sets 
are specified via a separate ASCII input 
file. 

Boot back: by Da\id Joiner 
(Fish 157) 

A no-frills program that will make a 
copy of any boot block and s<ive it to disk. 
You can then retrieve the boot block and 
write it back to the original disk. Why 
would you want to do this? If the disk's 
custom boot block gets destroyed due to a 
\irus, then with a copy of that boot block, 
you can repair the damage (assuming of 

Continued on page 115 



58 FEBRUARn989 



ESTABLISH 



m^^m 




OUTSIDE \JSA--CALL 



FOR CUSTOMER SERVICE 

Call Mon-Frii 9:30-4:30 

(7181692-1148 



Retail Outlet; Penn Station, Wlain Concourse ■ 
(Beneath Madison Square Garden) NYC.N.Y.IOOOI 
Store Hours: Mon-Fri 8:30-8/Sat-Sun 9:30-7 



OR WRITE TO: 

Montgomery Grant Mall Order Dept. 



I iM9m *Hi' ■'I'M* 1 t*i'J A Vi I nm 



FAX NO. 7186923372 
TELEX 422132 MGRANT 



OPEN 7 DAYS A WEEK FOR ORDERS: Wtonday- Friday, 9:OOam-7:30pm/Saturday & Sunday, 9:30am-6:00pm (EST) 



!i*£IIiSiQimiSliiafl3a 
cammodore 




with GeoB Program I 



^139. 



95 
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commoaore 

QJ28Z D 




commodore 
^ DISK DRIVES 

5149.951 



iiasiiii 



UlaU 



1541- 



NEWC-128DviHh Buitt-ln 
Disk Drive 

Ml 5 



|o 1571 $219.^5 

,Oi5ai 5^1 79.35 




commociore 

PRINTERS 

DPS 1101 DAISY 
WHEEL PRINTER 

M49 

MPS -1000 
.„,.. PRINTER 



MPS-12S0 
PRINTER 




commodore 




C^§M 



COLOR 

PACKAGE 

Commodore C-64C ComputDr 
■Commodo/e 1&41 tl Disk Drive 
Commodore Cotor Printer 
■Color Monitor 
■Geos Software Program 

»478 



i 



ommodore 



i 




#• /Z /L/? COMPLETE 
Crm%. PACKAGE 

Commodore C-6't/C Compuler 
■Commodore I54i il Disk Drive 
Commodore Cotor Printer 
■12" Monitor 
Gbos Software Program 



^349 




O 128Z D 

COMPLETE PKG. 

C/12a-D Computer wl Buiil-ln 

Disk Drive 

■Commodore Color Printer 

■12'Kfonitor 



H99 



commodore 

^_ DELUXE 
PACKAGE 



012810 




C-1 28D Computer w/Buillln Disk Drive 
• 1 902 Color RGB Monitor ■ Commodore | 
Color Printer 



=^629 



1 280 w/tOB4S Monitor... 



..$699 



We Can Reconfigure Any of Our Computer Packages To Your 
Specifications. Call for Information. 



PERIPHERALS 

I S17M Expansion Module St14.S5 1 

Xeiec Super Graphix Jr...... 129.95 1 

XelQcSuporGrsphlxSr I49.9S 

Xetoc Super GraphK Gold J79.95 

Mafllc Voice Module $19.95 

C6404CPmrerSuppl/ J29.95 

CIMOModam $19.95 

Cl670Mode[r $59,95 1 

C-1350 Mouse $19.9 

I C-1351 Mouse $34.95 1 

WE CARRY ALL 
MAJO^RANDSORWARE 

I20MBHARD DRIVES FOR 
C-64 C-$749/FOR 1 28-$799 | 
40MBHARD DRIVES FOR C- 
64 C,C-64,C-128,C-128D- 
$1169 



PRINTERS 

EPSON 

I F)f.850 S339.95 

|FX4050 S489.95 lUIEIXDl 



LO-EM S315.95 

kO-a50„,.,S5?9"" 

LO-IOM S729, 

LX.800 S199 

LQ-25M.....S959,95 
L0-9S0 S5B9.a5 



ife^t 



^ 



Panasonic 



lOBOili SI 59.95 

1091 i-li Sie9.95 

1092 S299.95 

KXP-1M4..S499.95 

KXP-1595..S409.95I:~ 

KXP-44a) 

LASEfl $1549.95 

KXP- 11 24 ..S3 19.95 



PRINTERS 

InX-IOOO $169.95 :^^^sS!T 

I Nx-ioooc„sie9.95 ■"-•-.'* 1^/; 

NX-1000 
I nAiNBOW..W19.95 NX-IOOOC 
I NX-2i00 S304.95 RAINBOW. .S224.95 | 

CITtZEIil PRINTERS IN STOCK 

IHP USER HP 

|JETil S1G29.95 DESKJET„.see9.95 

OKICWW 

I OKIDATA- 120 si B9 95 1 

I OKIMATE 20 $219 951 

lOKiDATA-IBO,. S239.95r 



commodore 

COLT PACKAGE 

IBM XT COMPATIBLE 

•COMMODORE 
COLT Computer 
•640K 

.4,77-7.1 6MHi 
■2 Floppy Drives 
■irriighResoiution 
■Mono Monitor 
•MS DOS 
• GWBaac 



^699 




COLT W/10B4S Monitor $959 

COMh<ODOREPC10-1 

IBM XT COMPATIBLE PKO. 




MONITORS 



WWGNWVOX 13- RGB 
COLOR MONITOR 



TMO^lSON nines rgh 
ircoiCflMONiion 



5199.95 
^299.^5 



•51 3K RAM 

[•EKpandat)ieio640K 
• 3B0K Floppy Drive 
•12" Monitor 

|- Serial & Parallel 
Potts • Keyljoard 

■ •MS DOS 
■GW Basic 



n 
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AMIGA 500] AMIGA^ 



AMIGA 2000 



ALL AMIGA ACCESSORIES & PERIPHERALS 
IN STOCK-CALL FOR PRICES 



.#- 



t; 




RUSHSERVICEAVAILABLE-CALLFOR DETAILS 



<!ISAIMVC3 

PR-3000 DAISY WHEEL I 
LETTER QUALFTY 
PRtMTER 



$59. 



95 
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AMIGA UPDATE 



The Amiga- 

Quitea 

Character 



The Amiga has found a remarkable de- 
gree of sutxKss in the professional vid- 
eo market. Cable television stations, post- 
production studios, industrial media de- 
partments, and independent video produc- 
ers have all found the Amiga to be a cost- 
effective alternative to expensive dedi- 
cated video hardware. Perhaps one of the 
most popular uses for the Amiga in profes- 
sional vid^) is as a character generator 

At the meet basic level a character gen- 
erator is a titling device. It is used to add 
text to a videotaped production either dur- 
ing a live recording or in a post-production 
environment. As you move up the scale of 
sophistication, character generators are 
also capable of animation effects, back- 
ground images, anti-aliased characters, 
multiple fonts with drop shadows and 
edges, special effect wipes, rolls and fades, 
and other flashy touches. 

Since there is such a great range in 
functionality among character gener- 
ators, it is difficult to arrive at a stiuidard 
with which to rate systems. Comparisons 
to recognized brand names seems to be 
the scale that Amiga applications are cur- 
rently being measured by, and the most 
recognized brand name in character-gen- 
eration systems is Chyron. Chyron mar- 
kets a variety of systems with differences 
in functionality and price. 

The base Chyron system is the VP-1. 
This system requires the addition of a 
computer to input text via an RS-232 in- 
terface. Just up from the VP-1 is the \'P-2, 
a stand-alone system. Let's take a q; i 
look at a list of some of it's features, a. i- 
lyze what they are, and then look at creat- 
ing an Amiga based equivalent system. 

Chyron VP-2 Features: 
35 Nanosecond Resolution 
Font Library 
512 Color Selection 
Palette Animation 
Variable Rolls 

Encoder with Sync and Genlock 
Custom Font/Logo Compose Service 

Kesolution — hi the video world, resolu- 
tion is often measured in nanoseconds. 
Since video is essentially an analog medi- 




um, resolution measurements like 
320 X 200 or 640 X 400 don't apply Video 
has a fbted vertical resolution of 525 lines 
per frame, but its horizontal resolution is 
variable. According to the NTSC stan- 
dard, each horizontal line should take 
63.5 microseconds to draw. One measure 
of resolution is how quickly you can make 
changes on that horizontal line (called a 
raster). Changes at 35 nsec are roughly 
equivalent to a horizontal pixel resolution 
of 1500, or about double that of an Amiga 
running in interlaced overscan hi-res. 
This amount of resolution is not displaya- 
ble on a broadcast image, but comes in 
handy in doing anti-aliasing (more on 
that later). 

Font Librarj'— The VP-2 has an option 
called Multifont. This makes up to six 
tjpefaces in six sizes available at one 
time, Chyron makes around 150 size/style 
variations available. The Amiga provides 
seven fonts and sixteen siz&'style vari- 
ations. Third party fonts in mono- and 
multi-color combinations are available in 
hundreds of sizes and styles. 

Color Selection— The VP-2 has a palette 
of 512 colore. It can display up to sixteen 
colore on the screen at one time. The 
Amiga has a color palette of 4096 colors 
and can also display sixteen colore on the j 
screen at once. There are ways to display 
more colors, including using low-res inter- 
laced, HAM interlaced, and a new video 
titling program may offer several hundred 
colors on-screen m hi-res (see below). 

Palette Animation— The VP-2 can cycle 
selectable colors in characters or back- 
grounds at operator-variable rates. Most 
Amiga graphics applications offer color 
cycling with up to four separate color cy- 
cling sets, rates and directions. 

Variable Rolls— The VP-2 offers only a 
roll transition. The rate of transition can 



by Matthew Leeds 



be varied and can be pre-programmed to 
auto display or manually cued. Amiga ti- 
tling and effects applications offer vnpes, 
pushes, fades, spirals, dissolves and other 
transition effects. 

Encoder with Sync and Genlock— The 

Amiga 1000 offered NTSC color output. 
The 500 and 2000 require the addition of 
an enaxler A number of third-party man- 
ufacturers as well as Commodore offer 
genlock/encoder combinations for both the 
500 and the 2000. Most Amiga genlocks 
also offer some type of overlay or keying of 
graphics on video. Several also offer down- 
stream keying, important in a post-pro- 
duction environment. 

Custom Font/Logo Compose Service — 

ChjTon offere end usere an after-purchase 
service that will create custom fonts and 
logos. This, of course, is for an additional 
fee. Amiga applications are available for 
the creation of custom fonts. Logos can ei- 
ther be created using paint prop^ams or 
captured via a video digitizer. 

As you can see, the Amiga compares 
very favorably to a basic Chyron charac- 
ter-generator system. Of course, Chyron 
offers more sophisticated systems with ad- 
ditional features, but their prices quickly 
exceed $10,000. You can easily put togeth- 
er an excellent Amiga system Uiat will 
fulfill far more than the basic needs of a 
character generator for less than a base 
priced VP-2. 

There are other issues involved in eval- 
uating character-generation systems. The 
quality of the fonts used, the options of- 
fered in rendering fonts (drop shadows, 
edging, italics, anti-aliasing), the type and 
number of transition effects, the ease of 
use of the user interface, and the speed 
with which the entire system can be used 
are all factors to be carefully examined. 

Anti-aliasing is important in eliminat- 
ing the stair-stepped look sometimes 
called 'haggles" that occurs in diagonals 
and curved edges. Anti-aliasing blends 
the color and intensity of the foreground 
character with the background. The num- 
ber of steps between the foreground and 
background are critical in creating a 
smooth-edged character This number is 
controlled by both the number of colors 
and/or intensities available and the reso- 
lution of the system. 

Continued on page 102 
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BUYA COMMODORE OR 
COMMODORE-AMIGA 
COMPUTER, AND 
AUTOMATICALLY RECEIVE 
OUR LATEST BUYERS GUIDE 

Each issue the product 
submissions continue to grow as 
more and more peripherals and 
software are becoming available. 
The solid citizen 64 and 128D as 
well as the innovative Amiga 500 
and 2000 attract all the best 
developers. You cannot afford to 
miss out on using your 
Commodore computer to its 
fullest potential with all the tools 
advertised in these guides. 
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The Commodore and Commodore Amiga Buyers' Guides 
are published under the auspices of Commodore Magazine. 



AMIGA UPDATE 

Amiga 

Animates 

Beckett 

What can you do when you don't 
have the moving pictures to 
assemble a documenUiry? Get a 
Httle help from Amifja. Here's an 
inside look at how computer 
graphics filled a video void. 

Samuel Beckett, the world-acclaimed 
playwright aiid Nobel Prize-winning 
novelist, is the subject of an exciting tele- 
vision documenUuy about his life and 
work. The documentiir>', intended for 
broadcast on PBS, will be as innovative in j 
its way as Beckett was when he wrote 
such enigmatic works as Waiting for Go- 
dot, Endgame and Kmpp's Last Tape. 

There has been, however, one major 
problem in putting together a documen- 
tary about the man; because of a passion 
for privacy, Beckett has never willingly al- 
lowed himself to be fdmed or videotaped. 
With the exception of a single 17-second 
film segment shot without Beckett's 
knowledge by a BBC cameraman, the 
only records of his life have been taken 
with still cameras, which, strangely 
enough, he doesn't seem to mind. 

John L. Reilly, who conceived and is 
producing the program, wasn't comfort- 
able about the praspect of trying to make 
an entire documentary consisting solely of 
still photographs. Fortunately, Reilly— 
the executive director of Global Village, a 
video production studio and school — is as 
experimental with video production as 
Beckett is with the written word. Devising 
an appropriate vehicle to portray Beck- 
ett's essence was just the kind of challenge 
he found intriguing. 

While Reilly was mulling over various 
possibilities, fate intervened and brought 
Jorge ("Jordie") Calvo all the way fhjm 
his native Spain to work at Global Vil- 
lage, and ultimately with ReiUy. Calvo — 
psychologist, architect and computer 
graphics artist^was told by a friend 
about an Amiga at Global Village that no 
one was currently using. It was just the 
opportunity Calvo needed; he had read 
^ut the graphic capabilities of the 
Amiga and wanted a chance to see for 
himself just what the machine could do. 

As Calvo experimented, ho became fas- 
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Jorge Calvo working on a digitized iznagc of Samuel Beckett 



cinated with the Amiga— a machine more 
sophisticated than anything he'd ever 
used or Ixjcn exposed to. Calvo began to 
videoliipe pictures and phokjgraphs, and 
using a digitizer and genlock, he taught 
himself to svTichronize the video output of 
the computer to nux still shots and draw- 
ings with the videotaped material. "I was 
able to get as close as poss^ible to broadcast 
graphics without the involved circuitry," 
Calvo says. "Whereas a broadcast-quality 
machine can cost almost half a million 
dolhire, the Amiga am come very, very 
close — and at a fraction of the price," 

With his digitizer plugged into the 
Amiga, Calvo connected his Sony Video 8 
camera and experimented with various 
techniques to achieve the effects he was 
looking for. By moving the camera more 
quickly across the photos than the 20-25 
seconds a digitizer retiuires to "read" 
them, Calvo found that he could create a 
mysterious, "othenvorldly" effect for the 
still shots. "I wanted to reach for the 'inner 
space' of the photogi-aphs," says Calvo, 
"iK'fore doing any color 'touch up' to en- 
himee their quality" 

When Calvo showed the results of his 
experimentation to Reilly, he was immedi- 
ately in\ited to take part in the Beckett 
project. Under Reilly's diiection, his me- 
dia center. Global Village, has won ac- 
claim repeatedly for its avant garde pre- 
sentations, including What Where, one of 
Beckett's more recent plays. It was only 
after Beckett saw examples of how Reilly 
treated his plays in video production that 
he consented to Reilly's documentary pro- 
posal. 

"Quite typically," Reilly continues, 
"and, very much in keeping with his per- 
sona! style, Beckett never actually said 
yes or no when we went to Paris and 
asked him about the possibility of malting 
the documentary. He just went on talking 
and discussing some of the things that 



might be relevant . . . which is, if you 
know him, the only way lie ever consents 
to anything." 

"He's a very private man," says Reilly 
about Beckett, "verj' modest." So private, 
as a matter of fact, that when he was 
awarded the Nobel Prize for literature he 
didn't even travel to Stockholm to aa:ept 
the prize, but sent his publisher instead. 

With only still photographs to work 
with, Reilly was faced with a daunting 
problem: how was he going to create a pro- 
duction worthy of Beckett vrith so little 
material to build on? 

After he learned from Reilly about 
these limitations, Calvo toyed with the 
idea of using various renditions of Beck- 
ett's face in many .shapes, sizes and colors 
as a means of illush-ating and enlivening 
the video production. Using The Director 
(from the Right Answers Group) he pro- 
grammed the Amiga to follow his exact 
instructions; to fade the image in and out; 
to wipe them; to do script-based animation 
, . . wTap the face around a cylinder or dis- 
tort it even further in order to achieve 
more exciting effects. He was elated when 
he discovered MicroIUusions' Photon 
Paint, which enabled him to work in 
HAM (Hold and Modify) mode with more 
subtle coloration and the look of 3D. 

On one of his visits to Paris, Reilly un- 
folded his idea of using Amiga-generated 
graphics in the video production. Beckett 
seemed to be intrigued with the idea. At 
least he didn't say no, which, as Reilly 
knew from previous experience, was tan- 
tamount to Beckett's giving assent. 

The video techniques used in the Beck- 
ett documentaiy have evolved in the past 
19 years since Reilly founded Global Vil- 
lage in Soho, an area of artists' studios, 
fashionable galleries, boutiques and 
trendy restaurants. After earning his 
Master's degree at New York University 
Reilly started his career as a film maker. 
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"But personally, I was always frustrated 
by the time it took to process the film," he 
says. So in 1969 he and a colleague, Rudi 
Stem, founded Global Village to begin ex- 
perimenting with video. 

"It was the fast 'get back' and editing 
that we found so appealing," Reilly re- 
calls. "And we could show people immedi- 
ately what it was that we were working 
with. Video is such a plastic medium. Ifs 
wonderful to experiment with for all kinds 
of special effects," 

Reilly and Stem worked together for 
three years at Global Village making non- 
traditional video productions, primarily 
documentaries. (Reilly still makes docu- 
mentaries—he has just completed one 
about Central America for PBS.) 

Two years aft«r Reilly and Stem found- 
ed Global Village, thoy became affiliated 
with The New School, a highly respected 
avant-garde adult education facihty. Glo- 
bal Village still conducts classes in video- 
taping for The New School, using both 
traditional and non-traditional tech- 
niques. Global Village enrolls students in 
its own specialized courses as well. One 
such course teaches computer graphics to 
people who already own an Amiga, or to 

The Beckett Mystique 

In many ways, John Reilly*s documen- 
tary, known in its working stages as Wail- 
ing for Beckett, is the culmination of many 
years of hero worship. Reilly became fasci- 
nated with Beckett when he first saw the 
1961 television production of Beckett's 
masterpiece, Waiting for Godot, starring 
Zero Mostel and Burgess Meredith. 

A few years ago, driven by the idea of 
working with Beckett, Reilly videotaped a 
production oiKmpp's Last Tape. With the 
help and encouragement of Beckett's close 
friend and American agenfpublisher, 
Barney Rosset, he arranged for a meeting 
in Paris to show Beckett the production. 
Reilly also presented his idea of making a 
documentaiy based on Beckett's life and 
work. Beckett responded by giving him 
names of people he could talk to in order 
to get information— information that 
Beckett wasn't about bo give himself. Be- 
yond these contacts, he would not assist 
the project at all. Beckett actually seemed 
pujzled, Reilly says, about why tJiere was 
80 much interest in him— enough interest 
for someone to do a documentaiy. Reilly 
reminded him that 1.5 million people had 
bought copies of Waiting for Godot, — cer- 
tainly a powerful indication of interest, 

Reilly notes that in spite of Beckett's in- 
tense need for privacy, he has, strangely 



people who want to learn applications be- 
fore they buy one, 

Jordie Calvo, the specialist who de- 
signed the documentary effects, teaches in 
one of the studio production courses, using 
the Amiga, "\Vith the Amiga, you can cre- 
ate all kinds of wonderful effects," he says 
in a soft Castillian-accented voice. ''You 
can be your ovm. Stephen Spielbei^," 

Calvo demonstrates the Amiga's appli- 
cation to the Beckett pitduction when he 
highlights a portion of Beckett's face, 
washes it with a tint, highlights it with 
yet another tint, and moves it to another 
part of the screen. Just for fun, he draws 
some large spectacles on the bridge of 
Beckett's nose. Then he generates several 
images from the original and experiments 
with various color combinations to evoke 
different effects and moods, 

"You can even create your own typeface 
for titles or subtitles , , . or you can use one 
of the stock typefaces that comes with the 
program," Calvo says. "Now, you can have 
a whole studio in your living room." 

Calvo uses DeluxePaint a great deal for 
his ordinary work, "I had begun by using 
a more straightforward computer and 
played around with it . . . when I first tried 
the Amiga, it was the demo that baited 




Digitized image of Siunucl Beckett. 



Beckett has never willingly 
allowed himself to be filmed 
or videotaped. 

enough, many friends "on a one to one ba- 
sis." And, according to Reilly, it was while 
Beckett was walking with some of those 
friends (including James Joyce) in 1938, 
that an episode occurred which gives poi- 
gnant insight into Beckett's character and 
later work. 

As they were strolling on a street not 
far from where Beckett lived, a beggar ap- 
proached the men and asked for money. 
When Beckett turned to give him some 
change, the beggar pulled out a knife and 
stabbed him. After Beckett got out of the 
hospital he went to visit the beggar in jail, 
"Why did you do it?" Beckett asked. Ve ne 
sais pas," H don't know") the beggar re- 



me, and when I paired it with Delwce- 
Paint, it really 'set the hook.' " 

'1 fooled around with cartoon figures for 
about a year," Calvo says, "I even used 
graphic representations of tension in or- 
der to help people overcome their prob- 
lems with it," That was all before Reilly 
asked Calvo to work on the Beckett pro- 
ject, 

'It would have been great," says Calvo, 
"to have been able to use some video foot- 
age of Beckett, but . , , seeing that he is 
such a reserved person, well . , , 1 guess 
we'll have to work with what we've got" 
Working with what they have means su- 
perimposing Beckett's face on a back- 
ground of the playwright's beloved Paris 
as the "theme" for the documentary. It 
means anything else that Calvo, Reilly 
and the Amiga, working almost in symbi- 
osis, am come up with. 

Analyzing his subject from a psycho- 
logical perspective, Calvo says of Beckett, 
"That man plays with people's a)nscious- 
ness when he writes. So hell understand 
our Global Village interpretation of him. 

"He'll be able to identify with what 
we're doing when we translate his face . . . 
when we fragment and reassemble it. 
Beckett will understand." 

plied. And that answer— "I don't blow"— 
was an important revelation to Beckett, 
who realized that the man truly didn't 
know. That concept of "I don't know" be- 
came an important theme in Beckett's lat- 
er work. According to Reilly, Beckett nev- 
er offers any sort of explantion for his own 
work and actions. 

So underst^idably, Beckett never 
asked Reilly for any details of how Reilly 
planned to document his life and work. 
"He never a.sked," says Reilly, "and I nev- 
er told him." 

Beckett was intrigued, however, with 
the computer-generated graphics he had 
seen when Reilly showed him his video 
pn>duction of What Where, a production 
featuring an Amiga-generated spectral 
image along with free-floating talking 
heaAs. The juxtaposition of these images 
on a stark black screen creates a powerful 
sense of drama as the characters speak 
\heu- lines. 

But Beckett has not asked to see Reil- 
ly's documentary, and in keeping with the 
nature of their relationship, Reilly has not 
volunteered to show it to him. The fact 
that Beckett expressed his enthusiasm for 
the What Where computer-generated 
graphics augurs well for his reaction to 
their use in displayir^ various planes and 
facets of his face in the documentary. Q 
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PUMPING GEOS 

Pumping 
GEOS with 
Brian 
Dougherty 

Berkeley Softworks' series of 
GEOS-compatibie products opens 
up a world of opportunity to 
Commodore users. Take some 
tips from Mark Jordan and soon 
you too will be Pumping GEOS. 

This time we're going to take a break 
from our normal reutine. Instead of 
pumping GEOS we're going to pump the 
brain of" the man who invented GEOS, 
Brian Dougherty, The interview that fol- 
lows took place early in October 1988. 
One note: Mr. Dougherty often refers to 
GEOS applications without the "geo" pre- 
fix. So don't be confused at the mention of 
Paint or Write or Publijih. 

Mark Jordan; I've been working with 
GEOS 2.0 for several months now and I 
like it. I reported in an earlier column that 
evety active GEOS user should get it. It's 
your turn to tell my readers why they 
should upgrade. 

Brian Dougherty; I don't know if you re- 
member what it was like working with 
vereion 1.3 of Write, but it lacked many 
features. It was slow, you couldn't format 
par^raphs, there was no search and re- 
place, no headers or footers, no justifica- 
tion, only one-iine spacing allowed. We 
fixed all the shortcominp of the original 
Write with Writer's Workshop, but we had 
to sell it as a separate package, partly be- 
cause of our bundling agreement with 
Commodore. 

Alter doing some research, we discov- 
ered that about half of the original GEOS 
users had never upgraded to Writer's 
Workshop {version 2.1). These users 
thought that the finer word processing 
features just couldn't fit in with a graphics 
environment, so they never got heavily 
into the environment because the word 
processor jast didn't meet their needs. 

So we decided to put Write 2.1 in with 
GEOS 2.0. This alone is a good reason for 
many people to upgrade. 
Jordan: What I like most about GEOS 
2.0, and it's a small thing, is its aipability 




Urian Dougherty 

to let you fine-tune your pixel cursor with 
cursor keys, a pixel at a time. 
Dougherty; Believe me, that comes as a 
result of my actually working with the 
product. So many times I need to get on a 
pixel, and it's a real pain to try to do it 
with the mouse. We implemented that 
feature first on Publish, and I got so used 
to it that I just couldn't stand to be with- 
out it in Paint. 

Jordan; So you use GEOS in your work? 
Dougherty: I have all my business on a 
128 hooked up to a Laser Writer. 
Jordan: Now for what I wish you had put 
in version 2.0. First, I wish you had it so 
drawing could be done only when the but- 
ton is pressed down instead of clicking the 
drawing mode on or off. 
Dougherty; In retrospect it probably 
would've been good to add that as an op- 
tion. But there was a reason for doing it 
the way we did. Actually, there were two 
reasons. First, we had hired a graphic art- 
ist from Commodore to work with Paint. 
She worked so much with Paint that her 
thumb and index finger got tired holding 
the button down. 

The other reason is that when we were 
first coming out with GEOS, there wasn't 
a 1351 mouse on the market like there is 
now. There was the 1350 which was not a 
true proportional mouse. We actually 
went to Commodore and got them to do 
the 1351. 



by Mark Jordan 



So when we first came out we were look- 
ing at a joystick as the primary input de- 
vice. We were trying to implement a lot of 
things like the Mac had, such as the 
method of drawing you want. But there 
was a problem with the joystick buttons: 
they had unreliable switih contacts at 
maintaining continuity. So you would be 
holding the button down, but it would be 
jumping in and out of the drawing mode. 
Also, the contacts would get dirty, and the 
problem would be exaggerated more. 
Jordan; Since you mentioned the Macin- 
tosh, let me ask you why there's nothing 
like the lasso function that MacPaint has. 
You know, where you ain move irregular- 
ly-shaped sections of the scieen. 
Dougherty: That was something we 
played around with. But it's a complicated 
algorithm. As it was, we really had to 
squeeze to get in the things we did on ver- 
sion 2.0. Remember, we were working 
with a 64K machine. 
Jordim: Right. Lots of times we in the 
user community have big opinions on 
what should have been done with a piece 
of software without understanding all of 
the factors involved. So let me give you 
one of my big opinions: I want fonts to be 
accessible ft^m the second drive. It's not 
only a pain to have to load them each time 
onto your work disk, but if you're using a 
1541, sometimes you can't even get all the 
fonts you want plus the applications, etc., 
on the same disk. 

Dougherty: If you want to do power geo- 
Publishing you need a 1571. T)ie reason 
you can't access fonts from the other disk 
has to do with how all GEOS applications 
work. Whenever you run an application, it 
checks the disk and builds a font menu. If 
you were allowed to have fonts on the oth- 
er drive, since you're allowed to change 
your data disk, you'd get into a problem if 
the data disk were pulled out — all the 
fonts would be difierent. It would require a 
lot of housekeeping. 

Until Publish came out, this wasn't 
really a big problem. But with Publish, 
yes, you do run up against some practical 
limits. 

Jordan; One of the ways I get around font 
limitations is to use the Paint drivers to 
convert files into geoPaint files with fonts 
already frozen in place. Then I can use dif- 
ferent fonts on top of them. 
Dougherty: We had people using the 
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Pumping GEOS/Brian Dougtierty' 



Using a 1764 with a 128 

Or 'A Safe Way to 7esf equipment' (with a tittle help from my friends) 



Vol 1, Num ei 



¥ith the lo-w supply of 1750 REUs, tome of 
you, like me, may have been 's^ondering. is 
there any possibility of using a 1764 REU 
with a 128? The of/'ner's manual from the 
1764 states on page 3, "Remember, the 1764 
T/as designed only for the 64, and can HOT be 
used vith the Commodore 128." Cautious 
computer users like myself are a bit hesitant 
to stick a 1764 into the back of the machine 
an4 turn it on after reading a earning such 
as this. 

¥ell, I figured out a T/ay to test out a 12S 

•¥Hh a 1764 w'ith no risk at all to my 

equipment. BelOT/ is a blov-by-fclov account 

of hov I, vith the help of an old friend, did it. 
* ♦ * 

Me: Hey, Rand, ol' buddy, hoT/s it going? 

Randy: ¥haf£ the favor? 

Me: Randy, my man, it hurts me to hear you 

talk like that. But since you brought the 

matter up, I do have a slight request. 
Randy; The ansver is MO. 
Me: C'mon, guy. You haven't even heard it. 
Randy: I'm better off that ■!;'ay. 
Me: Listen, you knov that 1764 REU that Dave 

had ... the one you r-e-e-e-a-M-y 

vanted to see? 
Randy; (wavering) ¥hatof it? 
Me; I got it. I traded him my old Remington 

chainsaT/ for it. 
Randy; (laughing) The one -^ith the T/arped 

bar that smoked? 
Me; Thafs the one. 
Randy; (sudden suspicious tone) Veil, -s-hat 

of it? 
Me: Let's try it out. 
Randy Okay. I'll be right over. 
Me: Er I can't try it on mfr 128. ¥e'll need to 

try it on yaor 12S. 
Randy; ¥hymine? 
Me: Mine's, uh . . . broken. 
Randy; Since -yhen? 
Me; Since . , yesterday. 
Randy: I don't telle ve you. 
Me; Look, wouldn't I knov if my o^z-n 

computer 7/a; en the frit:? 
Randy; ¥eil. I guess so. But didn't you tell me 

that the 1764 ■is'asn't supposed to vork 

mih the 128? 
Me: Oh, that. That's just one of those 

meaningless Tt'arnings the government 

forces manufacturers to put on things. 

You knov, like mattress stickers. Trust 

me, the vorst that can happen is that it 

iust von't T/'ork. 
Randy: Are you sure? 



Me: Of course. Listen, it comes ^s^ith a demo 

disk that they say has animations that 

Tvill blc^ you avay. 
Randy: ¥ell, okay. Come on over and we'll 

give 'er a test drive. 
Me That's the spirit. I'll be over as soon as I 

finish up the article I'm T/orkm? on. 
Randy: You're doing it on a tjrp^vriter.^ 
Me: ¥hat? Of course not. I'm using my 128 — 

er, I mean, I've been typing since 1:28 this 

afternoon. ¥hat a drag. 
Randy; I don't trust you. 
Me: It hurts me. Randy, to see hov cynical 

you've become. I'll be right over. You 

■von't regret it. 

* «■ * 

The 1764 vorked flawlessly and has ever 
since. And by the vay, my computer 
mysteriously began working as soon as I got 
back home. It vas my lucky day, I guess. 



Hot off the Press 

I just received a beta test copy of a nev 
GEOS application, geoChart. Its release is 
expected for November '88 (so it should be out 
by now) at a suggested retail price of $29.9!i. 

¥hile I haven't had a great deal of time to 
experiment with it, I did find that I could 
create charts with hardly any effort. One of 
the nicest feature: of this application is that 
you can use data from any GEOS applica tion 
that deals with data, including geo¥riie, 
geoFile, geoCalc, and the Notepad, which I 
used to create these tennis charts 

Features include; 9 different chart types, 
32 fill patterns, ability to change fonts and 
styles, save charts in photo or text albums or 
as ¥rite or Paint documents, plus a whole lot 
of sophisticated graphing features which 
we'll examine in detail in a future column. 
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Collected by John Jermaine ^^^^ Compiled by Phillip A. Keller 

The Commodore Guide to Programmers' Slang 



Over the last few years, a new lan- 
guage has emerged within the mi- 
crocomputer aoftware industry. I thought 
it might be fun to gather these terms to- 
gether, in the ibrm of a dictionary. A num- 
ber of companies have contributed to this 
project, and everyone seemed 
to enjoy doing it. 

:-) ;■) Electranic smiles. Denote 
humor or sarcasm. [CATS] 

Ad DOSeum (adj) The feeling 
you get when working with a 
misbehaving (or ridiculous) 
operating system. (Art]. 

Algortthymically Generated 

Self-Modifying Code r«J A 
program that rewrites itself 
while running. [Epyx] 

Amigoid (n) Nickname for dedi- 
cated Amiga Hackers. [CATSl 

Archival Backup (nl Software a 
Leech ha'i borrowed. lEpyxI 

Arthritis fn) The infliction a mouse 
gets when its rollers are dirty. [Micro] 

B/Xen (n) Nickname for people using 
B/X. [CATS] 

Balloonian variable (nl Any variable 
that doesn't do smytliing but is 
ii'quinxi to run the program. [Intra] 

Baudbarl (n) Any garbage characters 
sent across a terminal as a result of a 
disconnect. Usually seen when you 
logoff a syst<;m using a modem. [Art] 

Bit Bucket fHj This is where overwritten 
data goes, [Intra] 

Bit-twiddler (Hi Hacker, [BSW] 

BlitterCriJ Block transferor. I Epyx I 

Bodysurf code (n) A subroutine written 
quickly in the heat of artistic inspira- 
tion, without benefit of flowcharts or 
deep thought. Like the activity, when 
actually performed, the result usually 
is a wipeout (e.g., a program cni-sh) that 
results in the programmer eating simd. 
[Av/H] 

Boilerplate (adj, n, from newnpapar pub- 
lishing) A .series of games m which the 
programmer obviously reused subrou- 
tmes, [Av/Hl 



B(x>bug5 (n) Bugs that are detected 
(jump out at you) while you are looking 
for a completely different bug. [Art] 




Contributor's Code 


lArt] 


Artworx Software 


[Av/H] 


Avalon Hill Game Co. 


[BSW[ 


Berkeley Soilworks 


[CATS[ 


Commodore/Amiga 




Tfechnical Support 


[Disc] 


Discovery Software 


[Epyx] 


Epyx 


[Game] 


Gamestar 


[Info] 


Infocom 


[Intra] 


hitracorp Inc. 


[Ipiay] 


Interplay Pitxiuctions 


[Micro! 


MicroDlusions 


[Origin] 


Origin 


ISSl] 


Strategic Simulations, 




hic. 



BSW engineer ('rt^ A sophisticated car- 
bon-ba.'ied machine designed to turn 
coffee into productivity software. [BSW] 
Bugfix (n) A lai^e patch or workaround. 
lEpyx] 

Buglettels) fn) A bug or bugs created 
by fixing a known bug. Sometimes 
plural as in 'T creatwl several bug- 
lettes when 1 fixed the problem." 
[Art] 
Bulletproof M7} A program which 

is free of bugs. [Av/H] 
CJtT.S. {Commodore/Amiga 
Technical Support) (nj A group of 
people with feline tendencies. 
ITiey can be found in the far upper 
reaches of Conmiodore's West 
Chester facility. Their feline abili- 
ty to see in the dark is specially 
valuable, as they tend to work 
well into the night chasing bu^. 
[CATS] 
Cobleiexia (nj A condition that 
keeps you from being able to 
connect a Ctible into a compu- 
ter Symptoms; Usually you 
look at the connector several 
times, but still fail to get it 
in right. [Art] 
Card (n) An 8 x 8-pixel block 
on the Commodore hi-res 
graphics screen. The screen is com- 
posed of cards and each card occupies 
eight bytes in memory. [BSW] 
Cardinal ToolBox (nl When the Apple 
Macintash appeared on the scene, ad- 
miration for its developers soon evapo- 
rated when it became apparent that 
their devotion to doing things the right 
way (i.e.. The Macintosh Way) went far 
beyond the bounds of reason. The term 
Cardinal Toollxsx refers to the Mac way 
of doing anything, and it's still used to- 
day whenever blind slavish devotion to 
the Mac rears its head. Example: "Q. 
Can we use a fixed-width font in this 
window? A. No, Cardinal TooI1k)x won't 
allow it." {Note: Cardinal Toolbox is 
also the name of a character who ap- 
pears in Beyond Zork.) I Info] 
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CharityWareCn; Like shareware, but 
money goes to a charity. [Epyx] 

Chicken Head (also Chicken Lips) (n) 
Nickname for Commodore Logo. 
[CATS] 

Cleesh (v) In Enchanter, this spell can be 
used to turn a person into a newt, and 
it's not uncommon to hear an hnp say 
"Will someone please cleesh the Marke- 
toons?" [Info] 

CP/M (n) The operating system ased by 
Jerry Poumelle. [CATS] 

Code fn) The program. [Epyx] 

Code (v) lb write a program. [Epyx[ 

Codehead (n) A programmer capable of 
writing code in machine language. 
[Av/H] 

Cosmic rays (n) The factor of the uni- 
verse that gets worse when near com- 
puter RAM chips; frequently used as an 
explanation for bugs when talking with 
anon-technical manager. [Intra] 

Cracked (adj) When software is broken 
down by removing c«py protection in or- 
der to make an archival backup, [Epyx] 

Crash and Bum (vj When the computer 
undergoes a particularly phenomenal 
systems crash, generating aural and vi- 
sual effects reminiscent of '60's psyche- 
delia, that even a guru master couldn't 
duplicate on purpose. [Disc] 

Crunch Time (n) The final hours of coding 
(non-stop) in order to meet a deadline, i 
Often involves forsaking sleep. [ Origin [ 

Data structure fn) A group of related 
data. [Epyx] 

Defensive programming fn) A method 
of programming that anticipates the 
worst of all scenarios ("if anything can 
go wrong, it will") and combats this 
with overwhelming error checking. 
[BSW] 

Delta Compression (n) A term used to 
describe a method of animation where 
each new "cell" or frame is described by 
ite differences from the previous cell. 
[Epyx] 

Diration (nj The time it takes for you to 
get a disk director^' listing. [Art| 

Doc (n), pi docs, dox The documentation 
for a program. [Epyx] 



DoinlcCuj 1) General verb used to indicate 
some sort of programming action. Ex- 
ample: "1 have to doink this routine be- 
fore this section is finished." 2) Used as 
a sign-off on memos, e-mail, etc. [Ori- 
gin] 

Dorked fadj) Destroyed or damaged. Dif- 
fers from munged, which often implies 
that the damage was done for a pur- 
pose, whereas dorked implies that it 
was done by accident or through stupid- 
ity, as in "The machine is all dorked 
up." [ BSW) 

Easter Egg (n) Surprise me.ssage or pic- 
ture hidden by the programmer and ac- 
tivated by less-than-obvious means. 
[Epyx] 

Edititis fn) The mental confusion exper- 
ienced by programmers who use more 
than three different text editors or word 
processors on a regular basis. [ Micro [ 

Export (v) lb store datii in another pro- 
gram's format. [Epj'x[ 

Fireworks fnj A variety of spectacular 
displays produced by hushing the 
Amiga copper lists. [CATSl 

Flakey (adj) A de.scriptivo term which 
helps QA [Quality As.surance[ repro- 
duce the exact problems you are exper- 
iencing. [CATSl 

Flame fn) Electronic verbal assault. Often 
accentuated by CAPITAL LETTERS, 
punctuation!!!!! , and curses 
4&9c&*^?f%*&!!! [CATS] 

Floormot^fi) What you feel like when you 
format a disk that you shouldn't have. 
[Intra] 

Foamwore fn) Program in bubble mem- 
ory. [Epyx] 




Fred (n) Most commonly-used name for 
testing on a computer due to proximity 
of letteni on the kevboard. (Alternative: 
IX'rf) [CATSl 

Frob fn) A word that can be substituted 
for any noun when the object in ques- 
tion has no name, the speaker can't re- 
member it, or the term is too long to 
bother saying. During the early days, 
for example, Infocom shared a photo- 
copy machine with another company in 
the same building, lb use it, an Infocom 
person had to get a little box (from the 
offict; manager) and insert it into the 
machine. This would activate the photo- 
copier and count the number of copies 
made. Lacking any better name, this 
box was called the frob, [Info] 

Gadgethacker(^i^ Someone who likes to 
load and have running, many difiere'nt 
"features" in an environment. For ex- 
ample, a clock, memory' monitor, disk 
monitor, window shadow package, etc. 
The end result is an unusable Work- 
bench. [Art] 

Gameplay fn; Enjoyability or fun'quan- 
tity of a game. I Epyx] 

Geek-out (u) What happeas when a pro- 
gram crashes. [CATS[ 

Glitz fn) Screen gadgets and controls 
which are heavily decorated, or have an 
"eye candy" look. [Micro] 

Guncho fv) It's the "Banish" spell in the 
Encfwinter program that might be used 
this way in re'a! life: "I worked late last 
night and gunchued over fifty bugs." 
[Mo] 

Hack fn) A piece of code or a program that 
is thrown together quickly to solve a 
problem, or any piece of code that is in- 
elegant, but gets the job done. Often ap- 
plies to some kind of "quick & dirty" fix 
for a bug. See kludge. [BSW[ 

Hock fu) To create a hack; show off [BSWl 

Hork fv) lb borrow without returning. 
[Epyx] 



^eA^/woefZ,'. 



Get A TecHm^Ueexit^ 

^rtrfieiTts 



Freak fn) (jerman expression for 
person whose main topic of con- 
versation and interest is computer 
hacking. (Diminutive of Computer . 
Freak.) (U.S. Equivalent: Propeller 
Head). [CATSl 




fj-y/y/j/j^j//^ 
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Hypef-(anything) Started with Hyper- 
card. [Epyx] 
liA.H.0. (In My Humble Opinion) 

Used to denote prior remarks as per- 
sonal opinion. Humorous after a 
pompous statement. [CATS] 

Iconttis (n) The condition of an icon- 
driven work environment when you 
can't find the icon you need. [Art] 

Imp (n) Infocom game writers have 
always been referred to as "Imple- 
mentors" (some insist on "Imple- 
menters" — the debate rages on). 
After a while, the term was 
shortened to Imp, which then 
covered both their game-writing ftinc- 
tions and prankish personalities. Ex- 
ample: "Wil\ this week's Imp lunch be 
held in the Imp suite, in the conference 
room, or at the expensive French res- 
taurant in Harvard Square?" [Info] 

Import (v) lb load another program's 
data [Epyx] 

Info A prefix that can be added to the be- 
ginning of any word to denote a connec- 
tion with Infocom. When used correctly, 
the first letter after the prefix is always 
capitalized. Some examples: 'TViday 
parties are a long standing IrtfoTradi- 
tion." "Remember, Monday is an Info- 
Holiday." "InfoPrez Joel Berez is fond 
of using InfoMemos to pass along In- 
folnfo." Incidentally, Inifocom's under- 
ground employee newspaper is called 
InfoDope. [Info] 

Kludge (n) A clever programming trick. 
Often the term kludge is applied to a 
piece of code that achieves results 
through some obscure trick rather than 
through a clear algorithm. A kludge is 
usually more respected than a hack. 
(See Hack.) [BSW] 





Kludge (n) An inelegant way of mak- 
ing a particular section of program cxxle 
work. Often used to avoid restructuring 
large portions of previously- working 
code, [Origin] 
Kludge (n) Quick-fix by using bad code. 

[Epyx] 
Lebler (n) Someone who wanders around 
aimlessly, waiting for his game to be 
compiled. Mid-aflemoon is a good time 
to see "cheerful" Dave Lebiing lebling 
around the hallways or kitchen. A top- 
notch lebler is always seen nursing a 
cup of coffee. Example: "Yes, I just saw 
him— he was lebling over near Tim's of- 
fice." While no one can hope to leble as 
well as Dave, virtually everyone who 
has to compile ends up lebling at one 
point during the day. leble (v) [Info] 
Leech (n) A non-reciprocating borrower of 

software, [Epyx] 
Listpacker (n) Another name for a Lisp 

Hacker [Art] 
Logic Bug (n) You can tlprt to lab in de- 
mon-mode & use time mach. to escape 
Nova. Move t.m, to next century and 
rearrange Nova ints. as follows— (what 
follows is an unreadable complex of 
boxes and arrows). [Info] 
Mainline (n) Any part of a pro- 
gram that is not interrupt code. 
[Epyxl 
Manq (v) fi:Dm the Italian, to 
mangle. What happens when 
the programmers, in fixing a 
code module and saving it, 
accidentally overwrite a portion 
of the program that was not 
responsible for the crash in the 
first place. [Av/H] 
Megs (n) Megabytes. [Epyx] 
Memeoter (adj) As in, 'it's a 
raemeater program." Any 
program that doesn't 
free memory allocations, thus slowly 
consuming firee sj^tem memory. [Art] 



MIPS (n) Millions of instructions per sec- 
ond. [Epyx] 

Mugger (n) A user who pirates using only 
commercial software preset to auto- 
matically copy a specific program. 
[Av/H] 

Multiprocessing (n) TWo or more comput- 
ers performing tasks concurrently 

Multitasking (v) Allows you to do twice as 
much work at half the speed. [Disc] 

Munge (v) lb destroy, convolute, obfiis- 
cate or render unusable, source code, 
object code, or program data, as in "I 
munged the file." [BSW] 

Neurone! fnj Brain simulator. [Epyx] 

No-Bozo routine (n) A subroutine that 
contains little error checking and ex- 
pects a specific (usually complicated) set 
of parameters, and is therefore not for 
the inexperienced programmer or weak 
of heart. [BSW] 

Not doing well What you say when you 
have a bug, [Intra] 

Nuke (v) slang for deleted or commented 
out, as in "1 nuked these two lines." 
[BSW] 

Ogre-Dokey (a^^/) Origin Systems specif- 
ic analog to "OK" (ref. Ogre). [Origin] 

Optimize (v) Make a program or subrou- 
tine smaller, faster and more powerfid. 
[Epyx] 

Over-the-Tronsom (adj, from book pub- 
lishing) An unsolicited computer game 
submission. Most companies firown on 
reviewing games without executing the 
proper forms. [Av/H] 

Paraquat debugger fnj Method of solv- 
ing the bugs by destroying the environ- 
ment (typically a diskette, souree code, 
etc.), [Intra] 

Parserspeak (v) The practice (at Info- 
com) of using the responses fiom Info- 
com's interactive fiction parser in nor- 
mal coversation. 
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Here's an example from a recent 

Imps' Lunch: 

Stu: Steve, comma, pass me 

that bon-bon. 

Steiv: Which bon-bon do 

you mean, the jainimy fresh 

bon-bon or the crufty melted 

bon-bon? 

Stu: Yummy. [Info] 
Patch fn^ A temporan' fix to a 

problem in a small portion of 

code. Often patclies become 

permanent (Also see kludxe). [Origin 
Pertch (n) Usually a small piece of code de- 
signed to correct a bug or provide a 

needed feature. 
Piece of ( — ) An over-used Acti\'ision 

term tacked on the front of any noun, as 

in "This piece of computer is broken" or 

"Pull up a piece of chair," [Info] 





Pixel Sort (fii A 

compression routine 

where all the pbcels are 

sorted by color, counted and 

reduced to a single number, 

(The decompression routine is left "" 

as an exercise for the userl) [Intra] 

Platform in) Generic term for computer. 
(Ep>'x] 

Poof f>ii The universal disclaimer. Rough- 
ly translates to 'This is how it is, un- 
less, of course, it's not." [CATS! 

Power-geek (ri) A programmer. [CATS] 

Printef (usually printeffing or printeffed), 
(v) Using the C language PRINTF ftmc- 
tion to debug C programs. Usage: "I 
printeffed everything I could, but I still 
can't find the bug." [Art] 

Prtnterela fn) Any garbage characters 
that get dumped to the printer when 
you turn it on or off, or exit or enter an 
editor [Art] 

Prop-head in) A programmer (Diminu- 
tive of Propeller Headl. [CATS] 

Pseudoreglsterfn^ any of the t^vo-byte 
zero-pap variables used in GEOS and 
GEOS applications to pass parameters 



and retiiin results. The GEOS registers 
are labeled rO through rl5. The applica- 
tion registers are labeled aO through 
al5. [BSW] 
R.S.N. (Real Soon Now) That's when 
you'll see something that's already six 
months late. [CATS] 
R.T.FJrt. Please Read the Manual ;-) 
[CATS] 

RAMmy (adj) Condition caused by 
j)verindulgence in personal multi 
tasking. Sjinptoms include 
refijsal of patient to 
access additional 
brain cells, all tasks 
put to sleep and Guru 
Meditation messages 
flashing before the eyes. 
Most prevalent on Friday 
afternoons when the boss has 
been in the office all week. 
Tlneatment includes long week- 
ends without the presence of 
phones or computers, [CATS] 
Rip Out (v) Delete parts of [a pro- 
gram]. [Epyx] 
ROMable WjJ Code that may be 
placed in ROM (or EPROM, etc.). 
ROMable code cannot be self-modi- 
fying, IBSW] 
Rose Bug (n) When a Gamestar employ- 
ee encounters a bug, it is sometimes 
called a Rose Bug. The group 
started using this term after 
working with Pete Rose on 
th e P(,7! nanf feyer project. £ 
[Game] r 

Runaway task (n) What causes 
an Amiga program to geek-out. 
[CATS] 
Scrogged (adj) When data is un- 
retrievable, especially on a disk. 
"The disk is scrogged." [Art] 
Self-modifying code (nj A portion 
of a program that, as part of its 
normal course of operations, modi- 
fies itself to realize an increase in 
performance or a decrease in memory 
space. Extremely prone to bugs, self- 



modifting code is viewed as a necessary 
e\il and should be used in moderation. 

[Bswn 

SIPOi^ Self-inflicted problem. [Intra] 

Skew, Slew (u) lb push or rotiite slightly. 
Occois in programming anything to 
represent three-dimen-siontil objects on 
a two-dimensional plane. Usage: 'This 
plane would look better if that wing 
were slewed over a bit." Note that the 
word skew also describes an object that 
is out of proportion or othenvise incor- 
rectly drawn: "That B-17 is so skewed it 
looks like a dachshund with wings." 
[Av/H] 

Slushamatic (n) A game which contains 
far more than the user has any right to 
expect. Frequently, this comes from a 
designer/programmer who knows that a 
machine such as the Commodore 64 
can execute c»de as fast as any other 
home computer if it is well written. An 
axtreme usage of the word is super 
slushamatic. [Av/H] 

Snotpit May I have the pleasure of buying 
you lunch? [CATS] 

Spaghetti code (n) A program or routine 
with a confusing, nonlinear and non- 
sensical organization, often eidiibited 
by beginning pro^ammers and lazy 
hackers. [BSW] 

Splat (v) lb update a portion of the screen 
as fast as possible. [Epyx] 

Sugartime (n) The time it takes to com- 
pile any large file. [Art] 

Table Top Publishing (n) A step below 
Desktop Publishing. [Epyxl 

Tardyware (n) Software that is released 
considerably later than expected or 
forecast (contrast with Vaiwrwsire be- 
low). [Micro] 

Techno- weenie (n) A programmer or 
hardware designer. [CATS] 

Thaf s Nice, I like it. What you say when 
someone else has a bug. [Intra] 



W/ 
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The tomorrow problem fn) Any problem 

that is insignificant compared to the 
amount of sleep that you need immedi- 
ately. [Intra] 

CantinuM on page 104 
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by Gary V. Fields 

CAD is an acronym for 
"Computer-Aided Design," thi$/- 
CAD programs are normallyi'- ' 
associated with professions wiiich 
rely heavily upon detailed graphic 
images like architecture and 
engineering. But anyone with a 
need or desire for accurately- 
scaled drawings should consider 
adding a CAD program to their 
software library. 

The summer of 1967 found me sweat- 
ing over a lengthy test in an oven- 
like classnxim at the University of Tfen- 
nessee. 1 was taking the required entrance 
exam for the school's six-year architectur- 
al program. My heart was set on becoming 
an architect, and my dreams were fdled 
with Frank Lloyd Wright designs. Some- 
how 1 passed and was accepted. But in less 
than 18 months my beautifiil dreams 
were replaced with nightmares of ad- 
vanced calciJus, and I changed majors 
from architecture to journalism, \\rhich 
field has suffered most from my decision is 
subject to debate. But I still admire the 
profession (some of my closest friends are 
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airchitects), and Fve kept ray draraii^g fa- 
ble and tools at the ready in my office. 

The designs I drait now are unimpres- 
sive compared with those I dreamed of in 
'67. Now I draw more earthly projects like 
sun decks, kitchen cabinets and soapbox 
derbies, not summer villas or glass-plated 
towers. The release of several good CAD 
programs for the Amiga has rekindled my 
interest in architecture, so I jumped at the 
chance to see and test the premier elec- 
tronic drafting tools of the '80's. 

Introduction To CAD 

The drawing control a good CAD prod- 
uct offers is unmatched by any other per- 
sonal computer program. Providing you 
have the vision, you could use a CAD 
package to generate lofty architectural 
drawings, professional schematics, de- 
tailed diagrams, error-free circuit boards 
or less compKcated projects like plans for 
house remodeling, personal fiuniture, doll 
houses, etc. In fact, any drawing that can 
be created with traditional tools (pencils, 
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straight edge, compass and ruler) can be 
created with any of the Amiga CAD pro- 
grams. Like any tool, using a CAD pro- 
gram with your Amiga is limited oiily by 
h your abilities and vision. 

Are CAD programs really better for de- 
' sign than traditional drafting using paper 
and pencil? The first-time CAD user might 
not think so. As with any computer-con- 
trolled task, trying to coax a CAD pack- 
I to do your will the first time may 
tempt you to 



and make quick changes to finished draw- 
ings. TVaditional paper and pencil draw- 
ings are produced to scale, which in itself 
can be a tedious chore. But imagine fin- 
ishing a complex blueprint, which you 
had spent days designing, only to discover 
you had made a measurement error on 
one of the parts. Before CAD programs 
were available, such an error would have 
meant you had to start over. But if a CAD 
program were used to create the drawing, 
you could easily reload the file, select the 
defective part, change it and print a per- 
fect revision in a matter of minutes. 
Another advantage is that most CAD 
programs let you 




walk away and return to 
your metal T-square, Fortunately, the 
—^friendly intuitive interface used by most 
Amiga programs makes it much easier to 
make the transition from lead to electron- 
ic pencils than was true of early CAD pro- 
grams on less firiendly ^tems. Still, most 
new users will experience both delight 
— and frustration the first time they try 
CAD. 

The power and appeal of CAD is not 
just the exacting detail it allows the user 
to include in each drawing, CAD pro- 
grams are appealing because they let the 
user duplicate often-drawn objects quickly 



-' create diawings with 
several layers. Here's an example of using 
layers in designing a home: You would 
norniaily use one layer for a foundation, 
another for a floor plan, another for 
plumbing and yet another for electrical 
circuitry. With traditional drafting tech- 
niques each layer would be printed on 
thin, clear plastic. The builders would 
then overlay all to get a total view of all 
the components of a construction, or sepa- 
rate them to study a particular detail. Be- 
ciiuse most CAD programs support layer 
design, you can display the same thing 
electronically (or dump separate or mixed 
layers to a printer). 

One point that needs to be stressed is 
that CAD programs (unlike paint pro- 
grams) support detailed resolution hun- 
dreds of times greater than can be dis- 
played on a monitor. Td sidestep the limi- 
tations of monitors, CAD programs incor- 
porate powerftil zoom features which let 
you enlarge and edit selected areas. Un- 
like paint programs, the pixel size re- 



mains the same in these magnified areas, 
and only the detail is exposed (see exam- 
ple printout of space station). 

If you are unfamiliar with CAD pn^ 
grams, you might be wondering how they 
differ fiT)m paint programs. As you would 
suspect, the two have much in common. 
Like the more common paint programs 
(such as DeluxePaint 11, Photo PairU, Ex- 
press Paint, Digi-Paint, etc.) CAD pro- 
grams employ tools like box, line, friee- 
draw, zoom, rotate, move and so on. But a 
CAD package's detail is limited only by a 
printer's resolution not a screen's display 
So you can draw minute details using 
CAD which none of the paint programs 
could begin to approach. Next the drawing 
itself is stored as a series of plots, not as a 
single image. Those familiar with paint 
programs may not appreciate this feature 
at first. Because each line is independent 
of those around it, they can be moved, 
sized, rotated or erased one at time. This 
power also has a down side which shows it- 
self when you want to relocate a series of 
objects. With a paint program you would 
simply define the area you wanted to 
move, lift it off the page and move it to the 
new location. But with CAD programs 
you must first "group" all the independent 
objects before you can move them, or else 
your precise diawing will 'Tall apart" 
when you tiy to lift it. The strength of this 
arrangement is that it makes it easy to 
assemble a drawing using standard parts 
over and over. And grouped objects can be 
separated as easily as they were united. 

All the current CAD programs (with 
one exception) support the printers de- 
fined by Preference. But to get the most 
out of CAD, you'll want to have access to a 
plotter printer. Plotters use pens, held in 
moving hands to draw continuous lines on 
paper rather than connecting dots as most 
printers do. Thus, drawings created with a 
plotter look almost exactly as if they had 
been drawn by hand using a T-Square and 
pen. 

Inttr)C:AD 

Despite its name and bargain-basement 
list price, Intrc€AD has plenty of CAD 
power. Perhaps the program's greatest 
strength is that it is a native Amiga prod- 
uct This CAD package was developed on 
the Amiga, so it tak^ advantage of the 
Amiga's multitasking abilities, and intu- 
itive mouse-operated interface. As you 
vTOuld expect, it (fike all the current CAD 
programs) employs standard CAD fea- 
tures like: lin^, boxes, cuxles, arcs, ad- 
justable text size, gridding, snap to grid or 
drawing, zoom, user-selectable X and Y 
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The Shuttle by X-CAD Designer. 



axes, screen rulere, erase, move, clone a 
part, size, rotate, color, type and pointedit. 
The user can define parts to be grouped 
and ungrouped for movement or storage, 
it supports a full palette of color and hap- 
pily, it updates screens, zooms and prints 
quickly. 

Speaking of printouts, this is the one 
program which completely ignores the 
printer selected by Preferences. Instead, 
the program comes with a group of special 
print drivers (which includes most of the 
more popular matrix and laser printers as 
well as plotters) which can squeeze out all 
of the resolution your printer can produce. 
This print approach produces fast, high- 
quality printouts even with dot matrix 
printers. The programmer recognized that 
there will be times when all you'll need is 
a quick draft-qualify printout and other 
times when you will want every fine line 
to be duplicated, lb keep everyone happy, 
the printout options let you select between 
four different degrees of printout quality 
(as you would expect, printout timra in- 
crease as quality improves). With all that 
said, you are probably wondering why 
they didn't use the prefix Ultra instead of 
Intro in the name. 

Well, despite the program's strengths it 
lacks some features power users would in- 
sist upon. The most noticeable is the pro- 
gram's lack of layer support. Unlike most 
CAD programs, all your drafting will be 
done on the same layer here. It could be 
argued that the user could get around this 
limitation by using the program's color 
support to simulate layer divisions, but 
this approach would force the user to rely 
upon manual controls to do what a profes- 
sional package should do automatiraJly, 

The second feature I missed is the pro- 



gram's lack of direct keyboard commands. 
Because you am't invoke a command di- 
rectly from the keyboard, you must acti- 
vate and select features from a menu each 
time you want to change tools. On one 
side I have to applaud the program's sim- 
ple, intuitive interface, but at the same 
time I bemoan the fact that the program- 
mer stopped short of perfection by giving 
the user this single route to the program's 
controls. 

Beyond those complaints, there is a 
practical reason Progressive Peripherals 
and Software didn't name this CAD pro- 
gram UltraCAD — they are saving that 
name for their next professional-level 
CAD program which should be close to re- 
lease by the time you read this. 

HomeBiiiklefs CAD 

This program breaks much of the tradi- 
tional mold in which CAD programs are 
forged. In doing things differently, pro- 
grammer Dale Scott-Morris created a tool 
which is both more powerful and yet 
weaker than other CAD programs. Ho7tie- 
Builders CAD limits you to designing 
residential or small buildings only — you 
can't re-created the space shuttle here. 
But beyond those limitations, Scott-Mor- 
ris packed the program with powerful op- 
tions which not only let the user design 
homes, offices, etc., quickly but also will 
accurately estimate the cost of building 
what you design, including the materials 
and labor required. HomeBuiklers CAD 
even includes landscaping options. 

The program makes designing simple. 
You just pick parts, stretch them to the re- 
quired dimensions and drop them into 
place. The program supports layers, so 
you can quickly move between a level be- 
low grade or onto the roof of a multi-stoiy 
building. If you want to install a window, 
you simply pick one fixtm the parts menu, 



pla(» it, and the program takes care of the 
rest of the detail. 

What gives the program its real power 
and appeal is that it can ailculate materi- 
als and labor costs, 'l"he program comes 
with an extensive cost^'part inventory 
which you can edit or add to (a program to 
do this is included). After you have fin- 
ished a design, you can have the program 
list (or print out) an overall cost or a com- 
plete breakdown of materials and labor re- 
quirements. Anyone who has labored 
hours trj'ing to come up with a job esti- 
mate will fall in love with this quick, flexi- 
ble solution. 

But the real power comes when you 
need to make a change. For instance, sup- 

HomeBuilders CAD is a 
powerful specialty program 
which is worth buying an 
Amiga to use. 

pose you design a building which weighs 
in at $120,000 but your client can only af- 
ford $80,000. Making changes with Home- 
Builders CAD is simple — you just remove, 
move, substitute and resize items until 
your client is satisfied. The program lets 
you make the alterations in a matter of 
minutes and then spits out the cost of the 
changes in seconds. If you are a small 
business or home contractor you'll love 
the program; HomeBuilders CAD is a 
powerful specialty program which is worth 
buying an Amiga to use. 

The drawings created can easily be 
dumi>ed to a printer, along with any ma- 
terials/labor estimates. But unlike tradi- 
tional CAD programs, HomeBuilders 
CAD uses a plain-vanilla screen dump- 
so what you see on the screen is exactly 
what you'll get on your printout. While 
these printouts are usable, they lack the 
detail and quality you would expect from 
a professional draftsman. 

X-CA!) Designer 

This one is a fiill-featured two-dimen- 
sional design and drafting tool perfect for 
professional architects, draftsmen, design- 
ers and engineers. For the price (it is the 
most expensive one compared) you get the 
most flexible, fastest and most powerful 
CAD program yet released for the Amiga. 
All that power drains a lot of memory too, 
so unless your system boasts at least 
2 MB and two floppies or a hard drive, you 
won't be able to handle X-CAD Designer. 
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The program uses three initial win- 
dows: one lists current options, the larger 
displays the drawing and the lower win- 
dow echoes the command string and dis- 
plays help infonnation and allows the 
user to type direct commands to the pro- 
gram. This lower menu looks and re- 
sponds much like a CU window. Addition- 
al windows are automatically opened and 
closed as you zoom in and out of areas in 
the drawing. 

The program's command structure uses 
a verb-noun arrangement which is fol- 
lowed by a modifier For example, to draw 
a line you would input (either clicking on 
the words in the option window or tjping 
directly into the lower window) DRAW fol- 
lowed with the noun LINE. You could 
modify this instruction with another op- 
tion like TANGENTIAL or PERPEN- 
DICULAR. The location where the line 
will begin and end as well as its length 
can be input by the keyboard or by mov- 
ing the mouse and clickii^ at the two 
points. The key to mastering X-CAZ) De- 
signer is mastering its command struc- 
ture, lb make this learning process as 
painless as possible, the automenu (top 
window) changes and lists only the avail- 
able options each time a selection is made. 
Thus the options narrow as the user 
moves through the command maze. As 



Sample from Draw Plus showing detail 
TTie same area is isoomed four times. 

you become comfortable with the pro- 
gram, you can even design your own pro- 
gram menus which will quickly duplicate 
multiple commands according to your 
specifications. This frees you from having 
to manually duplicate often-used drafting 
tasks. 

lb give you an idea of the power of the 
program, here is a partial list of its op- 
tions: arc, circle, dimensions, ellipse, fdlet, 
line, text, polygon, Xhatch, s>Tnbol, grid, 
layer, patten^ll, angle, viewpoint, zoom, 
soft font, dimension, thickness, perpen- 
dicular, radius, trim, scale, mirror, echo, 
length and parallel. Add to that the pro- 
gram's ability to support drawings with 
256 layers with 32 viewpoints and the 
speed to draw 10,000 lines in nine sec- 
onds. I didn't tune any of the program's 
routines, but it did some pretty impressive 
updating at a very expeditious rate. 

If you are an engineer, architect, design- 
er or draftsman, you will love the control 
and power this tool possesses. Using min- 
ute details, it will do exactly what you tell 
it to do. But there is the rub— talking to 
the program. While X-CAD Designer is 
the most poweritil Amiga CAD program 
on the market, it is also the most difficult 
with which to communicate. The current 
version (1,3) does not take ftill advantage 
of the Amiga pull-down menus and re- 
questers. And to make this situation even 
more frustrating, the manual does not in- 
clude an index. Here's why that is bad: al- 
most all commercial Amiga products al- 
low the user to select devices and files 
through a DOS window, but not X-CAD 
Designer, 

It is obvious that X-C/ID 
Designer "NBS not designed or 
priced for anyone otiier tlian 
a professional. 

lb illustrate the problem, let's say you 
want to display the directory listing on the 
external drive and load a file from it. With 
most programs you would click on an icon 
labeled OPEN which would cause a re- 
quester window to open with DOS options. 
From there you would click on another 
icon labeled DFl:, and the directories on 
that device would be listed. When the re- 
quired directory and file were found, you 
would simply click on the filename and 
then another icon labeled OPEN. Such a 
sensible and intuitive approach has be- 



mme second nature with most Amiga us- 
ers. But with X-CAD you will have to 
rethink tbe process. Rather than click on 
a sequence of icons, the program makes 
you use a CLI-Uke window (it is not a true 
CLI— you can't access normal DOS a)m- 
mands from it) at the bottom of the page 
and use X-CAD's command structure. 
Rather than iLse the mouse you must type 
"UST DIR NAME DFl:", just to change 
devices and list the directories there, 'fe 
load a drawing file you would then type 
"OPEN DRAW NAME DFl:<filename>" 
and pre^ RETURN. Now you can click on 
the individual elements of those com- 
mands (OPEN, DRAW, NAME, LIST, 
etc.) and get part way through the chore, 
but when it c»mes time to input the file- 
name you must either click on each indi- 
vidual character in the name or use the 
keyboard. While this command sequence 
was considered "business as usual" before 
the Amiga came along, I was surprised to 
find this time-constuning, rudimentaiy 
interface still alive on the Amiga in 1989. 
And as if to add insult to ii\juiy the man- 
ual does not include an index, so figuring 
out how to communicate with DOS re- 
quires a lot of reading and experimenting. 

Now with that off my chest, you might 
suspect I hate X-CAD Designer. You 
would be wrong. Without reservation, this 
is the most professional CAD package Fve 
ever touched. It has every command and 
option you could dream of and best of all, 
it is fast. Haitex claims this CAD program 
can draw 30OO lines per second. Whether 
that is technically true or not I can't ver- 
ify, but I will say that everything Tve 
asked it to do, it has done almost instant- 
ly, and that is plenty fast for me. But don't 
take my word on the program's speed and 
power I demonstrated the program at a 
local user's group meeting. As everyone 
was headed home, an engineer asked if I 
would run the program through some 
tasks so he could see it again, lb appreci- 
ate his impression of the program, you 
need to remember that this engineer 
spends his days using a dedicated CAD 
program on a 32-bit mainfi'ame. His exact 
words after seeing X-CAD's speed were, 
"Wow! That's almost as fast as the one at 
work." 

It is obvious that X-CAD Designer was 
not designed or priced for anyone but a 
professional. So unless your job descrip- 
tion fits the category of architect, engi- 
neer, designer, drafeman, instructor, or 
something along those lines, this one is 
probably not for you. But if you need a 

Continued on page 105 
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ew software companies seem to 
come and go eveiy day of the 
week. Some thrown-together 
firm thinks that theyhave the 
greatest idea since those glasses 
that let you see through clothes, and they 
try to sell their product to the unsiuspect- 
ing software customers through fancy ads 
and overeealous store clerks who would 
sell your mother a pair of army boots if 
^ven the chance. Don't th^e compfuiies 
bother you? They have their sales tactics 
down pat, but their products are worth- 
less. One of the latest feds is to import 
poor games from overseas, retitle ^em or 
repackage them and tiy to pass them off 
to the consumers as a hot, original idea. 
Meanwhile, our software shelves are clut- 
tered with titles 'that might have sold well 
in Europe but that nobody here will buy. 

I approached this story careftilly; I 
didn't know what to expect from Digilfek, 
Inc. of Tkmpa, Florida. I had seen a couple 
of their games and liked them, but didn't 
know much about the rest of their soft- 
ware line. After thoroughly examining 
virtually every product Digilbk has re- 
leased, I can honestly say that I was im- 
pressed with their current offerings, but I 
was even more impressed with what Digi- 
Tfek has in store for Commodore users in 
the future. 

The aspects of Digilfek that really stood 
out in the course of researching this arti- 
cle were their unique product develop- 
ment system, the quality of their games' 
graphics and sounds, their down-to-earth 
attitude and the wide variety of titles and 
game types available. Certainly, they are 
no fly-by-night operation. 



People Who Want to 

Have Fun 

One of the first things 
that I noticed in talking 
with George Johnson, 
(Digilfek's president) was 
that he really enjoys what he does 
and reflects a level of dedication to 
whatever product is being worked on at 
the time. When asked about his title 
Johnson rephed, "We're just a bunch of 
people who like working on computer pro- 
grams and don't feel that titles mean that 
much." Aftier downplaying his title; he 
went on to tell me that there is only one 
other principal at Digilfek. Hm Perez 
takes care of paperwork, legal matters 
and the administrative side of the com- 
pany. Johnson also handles the advertis- 
ing and public relations. 

"Digitek's direction changed 
completely with the Amiga. 
We were impressed with the 
computer..." —Joteo/? 

Assisting this duo are four others in the 
Tkmpa offices of Digilfek; an office man- 
ager, an artist who takes care of all the 
ads and package art and two program- 
mers who help along the production of 
games and are trying to form a group of. 
programmers based in Ihmpa. Amaz- 
ingly, these are all the people who take 
care of things at Digi'ftsk. The small in- 
house staff hints at the way that Digilfek 
works. Most of the design work is done 
outside by independent programmers, art 




ists and musicians. In fact, many of Digi- 
lfek's programs are done as fer away as 
Europe. A special arrangement with a 
company in Europe takes care of the otiier 
end of the businfss, but Fll get to that lat^ 
er. First, let me give you a brief history of 
Digilfek and their quickly ascent in the 
software industry. 

From Hardware to Empire— 
A Developing Iteputalion 

BeUeve it or not, a company with as 
many titles as Digilbk, released in so 
short a time, actually began as a hard- 
ware company. The first product that Di- 
gilfek produced was an RGB conversioii 
kit to convert a Commodore 1701 or 1702 
monitor to an RGB digital monitor. John- 
son told me that the sales were impressive 
on the kit— strong enough to develop an- 
other hardware kit. The second kit Digi- 
lfek developed added all the features of a 
fast load cartridge to the Commodore op- 
erating system by introducing additional 
chips to the computer's internal construc- 
tion. Johnson boasted, 'There was almost 
100% compatibility with commercial pro- 
grams with that kit." Certainly, the pros- 
pects looked good for Digilfek's fiiture as a 
hardware-based company. 

But then something was released that 
shook the computer world and also gave 
Digilbk a new direction— towards the 
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software side of person- 
al computers. This 
"something" was, of 
course, the Commo- 
dore Amiga 1000. Johnson told me, "Digi- 
tek's direction changed .completely with 
the Amiga. We were impressed with the 
computer, and decided that we wanted to 
do some programs for it" This marked a 
turning point for DigiTfek. The Amiga pn> 
giums that they developal gave the fledg- 
ling company a push forward in reputa- 
tion, bringing their products to the atten- 
tion of many more people. 

The fiiBt Amiga product developed by 
Digilfek was Drum Studio. This is their 
only release to date thaf s not a game. Ba- 
si<atlly. Drum Studio is an advanced tech- 
nol(^ drum sequencer that is very easy 
to use. The one probiem (and only one I 
can find) with Drum Studio is that it 
doesn't allow you to interfare your Ami^ 
with MIDI devices. Because Drum Studio 
is not MIDl-compatible, sales were not 
overwhelming but were noticeable none- 
theless. Johnson revealed, "We wanted to 
keep this product a low-priced drum se- 
quencer—a drum machine with over 5000 
different sounds in memory at one time." 
In that goal, Digilfek succeeded. Drum 
Studio is a keyboard-efficient sequenrer 
that is playable almost instantly— with 
digitized recordings of drum sounds add- 
ing reaUty and professionalism. 

Next up from Digilbk was Amegas. 
Johnson is noticeably praud of the product 
that "made a name for DigiTfek." Amegas 
most closely resembles that hit arcade 



game Arhinoid. They are alike in that 
they take the idea of a bail and paddle 
witii which you knock out bricks in a wall 
k la Br&iMout. Their differences are many. 
Amegas uses more of the screen than Ar- 
kanoid. The home version of the arcade 
game 'lacks a lot of things that the Amiga 
is able to do," according to Johnson. Digi- 
Tfek expanded upon the Arkanoid theme 
and created a game that is faster, more 
colorfiil and more strategy-based. There 
are more brick (stone in Am^asJ types, 
but the goal is virtually the same as any 
of these ball-and-paddle games — to clear a 
screen of all the bricks. The two really 
neat things about Amegas are the variety 
of stone types and the fact that the powers 
you obtain by catching the spinning 

The game that would push 
DigiTek over the etjge was 
Vampire's Empire. 

stones are only activated by pushing the 
right mouse button— allowing you to save 
the powers for the right moment. Even 
though DigiTfek sold a large number of 
Amegas packages, "We still had to share 
the home market with j^rfa/fioid," John- 
son regrets. 

HoUyimod Poker!, the next DigiTbk re- 
lease, kept the ball roiling. Keep in mind 
the fact that Drum Studio was released 
around November 1987, and all of these 
other products since then. Obviously, Di- 
^Ifek has moved quickly to establish 



themselves among software developers— 
and establish themselves they have. 
Johnson said before Hollywood Poker! 
came out, "The reputation of DigiTfek had 
gone up from our initial efforts, and every- 
one was watching our company." Re^rd- 
less of reputation, Hollywood Poker! was 
the first strip poker game to include actu- 
al digitized photos of the (ximputer-con- 
trolled opponents whose garments you are 
tiying to win. Johnson credits DigiTfek 
with being the first company to put out a 
strip poker game with real digitized pho- 
tos; 'Tt was a good concept and it got us 
veiy good press. Also, the sales have been 
consistent because a game like Hollywood 
Poker! is timeless." I can attest to the 
beauty of the subjects in the pictures— if 
nothing else. 

At this point DigiTfek was on the brink 
of breaking into the big time as far as soft- 
ware developers go — ^into major distribu- 
tion channels and the eye of millions of 
eager software buyers. The game that 
would push DigiTfek over the edge was 
Vampire's Empire— a game that revived 
nuxed scores on ease of play, but no really 
negative reviews. Johnson explained the 
company's mindset at the time; 'Tt's easy 
to bring out a lot of programs, but we had 
tried so far to bring out programs that ev- 
eiybody would like. Even if the programs 
up to this point were not the types that 
someone may go for, they at least noticed 
that the programming was good and the 
sound and graphics exceptional. With the 
release of Vampire's Empire, it really 
started to become hectic here." ^ 

In Vampire's Empire you try to kill Dra- S 
cuk by directing a light beam deep into 5 
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his lair by positioning mirrors at various 
points to reflect the light. All the time, 
you must avoid nasties that periodically 
appear on the screen while exploring the 
Count's^ Empire to find his lair. Vampire's 
Empire is a unique game, but it takes 
some time to learn how to handle and po- 
sition the mirrors. Johnson openly ad- 
mitted, "When I first got the game in, I 
thought it should be a little bit easier to 
control the light beam. But, after a while, 
it wasn't a problem— it became a definite 
challenge." That's the way a lot of people 
felt — myself included. Still, Vampire's 
Empire caught on, Digilfek's logo became 
recognizable, and things were looking 
good. 

The results of that singular game gave 
Digilfek a push that spawned their latest 
releases and some others in between. Ac- 
cording to Johnson, "There was a lot of 
hype over Vampire's Empire, and it still 
hasn't seemed to slow down fitjm a selling 
standpoint. We released it at the begin- 
ning of the summer, and it lasted straight 
through the holidays. Because Vampire's 
Empire was such a success, we're able to 
come out with a lot of titles right now." 

Subsequent releases included two Digi- 
Tfek games and two that Digilfek pub- 
lished for "a company that doesn't have 
the fiinds or the contacts to release a soft- 
ware product like the ones they designed." 
Clever & Smart (based on the popular 
West-German comic strip featuring the ti- 
tle characters) and Gumhooi (a clone of 
the arcade game Bank Panic) were pub- 
lished by DigiTbk. 

Thunder Boy and Skyblaster were de- 
signed by Digilfek. Thunder Boy is a BCs 
Quest for Hjies-type game that features 
great music and sounds (including the 
melody of a song fmm one of my favorite 
bands — Iron Maiden — while entering a 
high sa)re), as well as very clear and color- 
fiil graphics. Thunder Boy is impressive 
and addicting. Skyblaster is a fast-paced 
3D a)mbat flight simulation that features 
solid-fill graphics and many challenges. 
You may wonder how DigiTbk has re- 
leased so many ^^ games in such a 
short amount of time. The key is in their 
production methods. 

The Best of Both Worlds 

At first, I was a bit skeptical of Digilfek. 
I thought that they might just be another 
company that re-releases software torn 
overseas in North America with their 
name on it. Indeed, if you look at the 
games' credits this might appear to be 
true. Most of the names you'll see are dis- 
tinctively foreign— largely German, What 



I was blindly looking at when observing 
the credits was the means by which Digi- 
lfek was able to produce such high-quality 
products. They take European program- 
mers, artists and musicians and combine 
their talents with similar people in Amer- 
ica to develop truly international games. 
There is a big difierence between re-pack- 
aging software that has already been re- 
leased, and using the resources available 
in Europe. 

Johnson stated in one of our conversa- 
tions, "We look at sales when thinking 
about designing a game. We look at the 
program too. We want to bring out good, 
quality product." Digilfek has made some 
progress in that direction. The proof is in 
the diversity of the titles Digilfek has 
made available. Nevertheless, Johnson 
sees ways of improving the turnaround 
time on products and the production pro- 
cess as a whole. Let's look at the way it 
works, 

Digilfek has a sister company in Europe 
called Micro-Partner. Tbgether, the two 
companies have bridged the distance by 
each releasing the programs that the oth- 
er company has designed, as well as their 
own. Most of Digilfek's current roster of 
games were created in just that way. But, 
things are changing and, aside fiiom 
sound and music, Johnson stated that Di- 
gilfek wanted to group the talented people 
working on a project in one place. So far, 
Europe has been veiy good to Digilfek. 
Johnson noted, "American companies do 
very poor music in their programs. It 
seems that computer people in Europe 
really are better at music. If you listen to 
Am£gas, you hear what we Uiink is excel-- 
lent sound frnm a man named Harsten 
Obarski, who is also working on a music 
program for us. The advantages of using 
someone overseas are that they are much 
better at programming music and the 
ideas for the games are really unique. On 
the other hand, you still have to have the 
American tradition in these games. It's 
important to combine those two game 
types into one for a unique combination." 

That is exactly what Digilfek has suc- 
cessfully done. Many of their current 
games were designed through Micro-Part- 
ner's programmers, musicians and artists 
in Europe, So far, the arrangement has 
worked. Both Americans and Europeans 
have s^n quali^ programs from IMgiTfek. 
However, there is a conscious effort to im- 
prove the design situation, since it is 
tough to keep track of designers in Eu- 
rope. Johnson mentioned that they plan to 
form a programming group based in 
Tkmpa to bring talented people tt^ther 
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to work on new games in one location, in- 
stead of over long distances. The rationale 
behind the group is that "you can use peo- 
ple from other states and even other coun- 
tries, but if there is too much work in- 
volved it's better to have them in one 
place. The healthiest way to do a project is 
to have a group of five or six people work- 
ing together for a while on timt project 
and then collectively move on to a new 
project when the first is completed." 

Until that group becomes a reality, en- 
joy the programs already available from 
Digilfek and appreciate the European 
crafemanship and style. 

Four Blockbusters 

At press time, Digilbk had four new 
games available, two of which received 
heavy advertising in major publications 
(Hok-In-One Miniature Golf and Western 
GamesJ, The other two titles, Joe Blade 
and Powerstyx, are games that were al- 
ready releasied in Europe but that Digilfek 
choose to re-release here because of their 
excellent graphics, sound and game-play. 
In fact, Powerstyx may just be my favorite 
Digilfek arcade game so far. All four 
games are addictive and well-designed. 
They deserve special attention because of 
their fine quality and their relative new- 
ness. 

Hole-In-One Miniature Golf is quite 
simply the best miniature golf computer 
pK^;ram ever designed— for home com- 
puters or arcades. Nothing comes close. 
Tve played miniature golf since I was half 
as high as a PacMan machine and have 
seen nothing that captures the atmos- 
phere, eryoyment and excitement of min- 
iature golf better than Hole-In-One. The 
graphics are beautifiil, the sound effects 
as good as they can be and the holes are 
many and varied. If Digilbk continues to 
produce games like this one, Fll keep anx- 
iously oomii^ back for more, as will many 
consumers. 

Hok-In-One offers you a choice of four 
holes and one tutorial course. The com- 
puter automatically fills in a score card 
after each hole; you see it after the ninth 
and ei^teenth holes. The four courses are 
Classics, Intermediate, Expert and Mena- 
gerie. Before you start playing Hok-In- 
One seriously, tiy the 'fiitorial course. It 
steps you through a simple course that 
grapMcally shows all of the options of Oie 
game and the many types of obstacles and 
terrain you'll encounter. 

Miniature golf was never so easy — easy 
to play that is, not easy to win. Just place 
the ball on the start pad by clicking the 
mouse button, pull a rubber-band Une to 



point in the direction you want the ball to 
travel, and click the button again to send 
the ball on its way. Some of the many op- 
tions include the ability to retry a shot, 
see an instant replay of your last shot, use 
your name on the srore card, print out the 
score card and view the contours of the 
hole from different perspectives, if applica- 
ble. What is really nice about Hok-In-One 
is the variety of holes, from simple one- 
shots to hair-pullers. Scenes include pin- 
ball machines, desert islands and a snow- 
man, 'lb round things off, a digitized crowd 
goes "Oooo" when you get a hole in one. 
Hole-In -One Miniature Golf isn't putting 
around! [Editor's Note: The courses can be 
loaded onto your hard drive for added 
speed and convenience.] 

In Joe Blade you must infiltrate an en- 
emy stronghold to release hostages. I 
found it worth mentioning because it is 
very easy to play and the graphics are 
veiy smooth and spectacular as you go 
from room to room in the prison. You can 
find enemy uniforms to disguise yourself, 
as well as ammunition and other assorted 
objects. Most important to your mission 
are bombs and keys. The keys allow ac- 
cess to different parts of the prison, and 
the bombs let you blow up the place when 
you are fmished. You simply move your 
character around the prison in a perspec- 
tive remirdscKnt oiLabyrinth, in and out 
of doors and left and right on scrolling 
screens to reach your goal, 

A subgame exists within Joe Blade that 
makes it all the more intense. You must 
diffuse bombs you come across in the 
game by unscrambling a code letters to 
deactivate them within 20 seconds, lb un- 
scramble the bomb's shutoff code, you 
have to switch two letters at a time and 
continue to switch them until you have 
the letters in alphabetical order This is 
not as easy as you might think and re- 
quires a quick mind and a steady, con- 
trolled joystick hand. This subgame 
makes the game even more fun to play. I 
rate Joe Blade as one of the better arcade 
adventure-type games that I've seen this 
year. 

Powerstyx takes the popular thinking- 
man's arcade game Qix (pronounced 
"kicks") and embellishes it tremendously, 
making a superior vereion of tiie original, 
not unlike what Amegas did to Arkanoid. 
The object of the game is to move a point- 
er within Uie game screen, making boxes 
that use one of the present borders as one 
side of the box. You ran make boxes as 
large or small as you want, as long as part 
of tihe box or polygon us^ part of an exist- 
Continued on page 108 
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Creating an Arcade 
Game 

PaH2 

Red Alert: Compiler Failure! 




Is BASIC a girl's language? No way, mucliacho. (Flex . . . Hold 
, . . Rel&ise) 
Hasta litego, 

That's how 1 ended last month's article (I tmst you read that far.) 
It was a great ending, if I do say so myself— funny, yet effective- 
ly reinforcing all that had come before. 

Well, it's not funny anymore. Why not? Because I wrote it be- 
fore I had finished progranmiing "Fimy," the PacMan clone we 
started last issue which was gomg to prove that BASIC 7.0, if 
compiled, was equal to the task of maJting commercial software. 

And the first installment of the program certainly was up to 
the task. I hope you had a chance to type it in and compile it. 
Just using BASIC and a compiler, I was able to create the maze, 
the energy dots, a scoring mechanism, and a joystick-driven 
character moving along at a swift clip. 

After I had submitted that portion of the game, I went to work 
on finishing the game. I got the ghosts done, the fruit bonuses, 
everything the original PacMan had and more. 

Satisfied with my work, I grabbed the compiler disk and ran 
it I eagerly waited to see how fast everything would nm once 
compiled. The results: terrible. All the code I added had slowed 
things down to the pace of a frame-advance on a VCR. (In case 
you don't have that feature on your VCR, suffice it to say that 
Frizzy wasn't exactly hustling at 110%.) 

Back into the code. Fine-tuning here, variable-changing 
there. At last, I was ready to compile again. 

Same result. 

"Okay," I muttered, "so BASIC isn't fast enough to do the job 
compiled. Surely it can do a fine job with just a little machine 
language peppered in at the crucial spots." So I wrote a beautiful 
inachine-language routine to move the ghosts. Even uncom- 
piled, the speedup was stunning. Now, Mr. Compiler, eat this. 

It ate it. And gagged it back up. WTiat happened was that the 
program would no longer compile. I was using Bliu! 128 from 
Skyles Electric with which I am ver>' familiar. I've used it suc- 
cessfully many times in the past, but I had had some problems. 
One involved getting long programs to compile. Frizy/, however, 
wasn't long, only 30 -f blocks on the disk. 

Another thing I had discovered on previous attempts was that 
Bliizl would fail more fiiequently if my disk drive wtis hot fiiom 



use. So I shut my computer off, waited several hours and tried 
again . . . with the same results. Another "solution" I had hap- 
pened upon in foi-mer compilings was to force my 1571 disk 
drive into 1541 mode. This often proved successful. But not vidth 
FVi^y. 

"So you want to play dirty," I s<iid to the disk in my drive. (I 
am not using artistic license here, I really said those words, or 
something worse,) "Well, two can play at this game." 

I grabbed my BASIC 128 compiler from Abacus, It had been 
sitting on the shelf for over a year. I had tried using it onoi but 
got discouraged when I discovered that: 1) it wouldn't accept the 
SPRSAV statement, 2) it had a strange method of incorporating 
the POINTER function, 3) it was picky about how I used BE- 
GIN/BEND statements, and 4) it came with a big, fairly compli- 
cated aser manual. Complicated or not, and all the above draw- 
backs notwithstanding, the time had come to put it to use. 

Or so I thought; BASIC 128 had different ideas. As I said, 
SPRSAV is unacceptable to BASIC 128. So I laboriously wrote a 
machine-kmguage equivalent to use as a subroutine. It worked 
great in BASIC. It worked not at all compiled. 

You see, the routine's task was to do something like this: 
SPRSAV A$,l that I could access with a simple SYS. The rou- 
tine needed to find A$ in BANKl of memory and then copy the 
first 64 bytes to the proper sprite data area. As I said, I got it to 
work fine in BASIC. The trouble was (and is), BASIC 128 
doesn't use the same method of maintaining strings as does BA- 
SIC 7.0. 1 just couldn't figure out how it might be done. 

Back to the keyboard. In case you're wondering, by now I 
probably had well over a hundred hours in on the project. It was 
causing me to get behind on my other chores. My hvm was get- 
tmg tall, the air in my car tires low, and the entire process was 
putting me in a ftiirly bad mood. How bad? Ever seen a gorilla 
beat his chest, throw back his head, and roar? That bad. 

I tried both compilers again, new versions and old. Nope. I 
took out a big chunk of t»de (dovragrading Frizzy in the process) 
to see if memor>' use was the problem. liuh-uh, I tried pulling 
all the graphics variables out of the main program and writing 
them to disk with a boot program which the host program would 
load while numing. It didn't work. I even tried compiling on 
completely different 128 systems to no avail. f,,„,. ,„^^ ^„ ^^^ ,„ 
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Ccnlinmd from page 78 

ers to see what the scoop was. I tried to call Skyles Electric 
Works but could only get a recording. Next step was to write to 
them, explaining the problems I had been having in detail. I in- 
cluded a disk with my un-compiled program on it. lb date (three 
months have passed) I haven't heard from them. I callt^ Aba- 
cus. A friendly man confirmed my suspicions, that SPRSAV just 
plain old wouldn't work. It didn't thrill me to find that out, but it 
was nice to at least know that it wasn't somehow my fault. 

So I asked my fiiendly editor if I could delay the project a 
month, then another. Finally, I sat down one week ago to try one 
lost time to get the whole thing to work. 

It's now one week later And this iirticle is this result. I have 
not been able to get Frizzy to compile as is. Now let me assure 
you, the program is finished and it works in BASIC 7.0. And I 
have not given up on the project yet because I did get one ray of 
hope. I took all the SPRSAV statements out of the program and 
tried compiling it with BASIC 128 and it worked . , , for a while. 
It crashed twice for reasons not apparent. But while it worked, it 
worked great/— it even ran a little too fast, a problem 1 can deal 
with. My present plan is to re-write the code one last time, this 
time putting the diiferent sprite shapes into memory directly 
and manipulating the sprites by moving the sprite pointer, just 
like I used to do with B.^IC 2.0 on the Commodore 64. 1 think, 
(I hope), that next month we'll have the completion of Frizzy. I 
also hope that anyone reading this who knows ways around the 
problems I have detailed will write to me in care oWommodore 
Magazine. I will spnaad the word if a solution comes my way. 

Do I sound mad? I'm not. Because my odyssey with these two 
compilers has made me an older, wiser programmer I have 
learned several things: 

1) BASIC, even compiled BASIC, is not up to a-eating com- 
mercial arcade software without some help from machine lan- 
guage. 

2) BASIC compilers are not simply "plug in and play" de- 
vices. They are, at times, fiissier than the neighbor's baby. 

3) BASIC compilers do a fine job with the "conventional" BA- 
SIC statements but not as fine with graphics and sprite com- 
mands. 

4) All BASIC compilers are not created equal (see "Blitz 128 
vs. BASIC 128" below.) 

A Silver Lining 

As I stated above, at one point I tried pulling the graphics/ 
SPRSAV routines out of the host program and into a parasite 
program. That didn't seem to help, but it did leave me with a 
graphiis program which I think demonstrates some high- 
powered sprite routines which you can use with plain old vanilla 
BASIC. 

If and when we get Frizzy compiled effectively, you'll see these 
effects in action. For now, by typing in the program listing you 
see here, you'll get a preview of what Frizzy looks like when he 
gets captured by a ghost ("llie Late, Great Disappearing 
Sprite"). You'll also get a chance to see how to create some 
unique ghost sprites that throb and blob, hither and yon. And fi- 
nally, you'll see a way to create some una'iual numbere which 
can be flashed anywhere on the screen without destroying the 
screen's contents. This technique is used when Frizzy gets bonus 
points. 

TVpe in the listing and try out the routines. An explanation of 
the techniques is included in REM statements. You can leave 
them out if you want, as they don't affect the techniques. 



Allow me to close with a comparison to a famous epic poem, 
Beowulf, the firet superhero in English literature, trusted in a 
mighty sword, Naegling, to win many battles. Eventually 
though, it failed him when he tried to slay a dragon— it snapped 
in the dragon's skull. The narrator of the poem says that he 
"overtaxed ever}' weapon he ever bore." Beowulf died as a result. 

I guess I overtaxed BASIC in the same way: it just isn't capa- 
ble of producing a commercial-quality arcade game, at least not 
without the magical chai-m of machine-language subroutines or 
of a faster CPU. 

But my comparison breaks dowTi after that. BASIC didn't 
snap. It's still there, inside my Commodore 128, humming away. 
And I'm not dead yet. And maybe, just maybe, next month we 
shall kill that dragon— Fiizzy!— after all. 

Till we meet again. 

Blitz! m\s.BASlCI28 

Blitz! and BASIC 128 are as different in many ways as an 
automatic transmission is from a stick shift. Here's the point/ 
counterpoint. 



Blitz! m 

Easy to use, no manual-i^ad- 
ing required 

Accepts SPRSAV but not if 
the variable is a subscripted 
variable. 

Gracefully gets out of the way 
when done compiling. 



Allows you to re-run com- 
piled programs without re- 
loading. 

Allows you to switch to inter- 
preter while program is run- 
nmg. 

Loads files easily finm within 
the nmning program. 

Compiles only in P-code. 



Doesn't allow many options. 



Uses memory much the same 
as the interpreter 



BASIC m 

The program is not intuitive 
and the manual isn't either 

Just plain won't mess with 
SPRSAV 



Computer hangs up after 
compiling forcing you to 
reset. 

Clears compiled program out 
of memory after running ev- 
eiy time. 

It might allow the same, but I 
haven't figured out how yet. 



It allows file loading, but is 
tempermentel in doing so. 

Allows P-code or machine 
code compiling and is faster 
either way. 

Allows tens of options, includ- 
ing ability to move data any- 
where in memory. 

Very eSectively manages 
memory allowing access to 
bank and 1 for variables. 



With 6 of the 9 points in favor oi Blitz! you might expect me te 
recommend it but I don't. The three points that favor BASIC 
128 are very powerfiil. Speed is the reason we compile things in 
the first place and Abacus' BASIC 128 is the dear winner here. 
However, I can't make a blanket recommendation for BASIC 
128 either because it has so many more quirks. Q| 

Continued on page 82 
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Learn to troubleshoot and service today's 
computer systems as you build 
a f uMy XT-compatible micro, 
complete with 512K RAM anj 
powerful 20 m^ hard drive 



Vour NRI computerifalntng includes alt th\y. < ^RI'9 unlqu« Oi«cdv«fy Ltib* lor circM design and diagnosis 
* NFU's hand-h«Ed digiUI rruHimfilDr leaturEn^ ''talkyou Ihrough" tn si ructions on audio cas sella ■ A dhgllal 
bgic proba thai lets yau visually examine coinpLitfr cifCuit^ * The n«w Packard Bell VX^ cofT^pul^r with 
"totetligent'' keyboard. 3641K double sided, tJou&re-density disk drive, 51 2K RAM, lOK ROM • 20 me^jabyle 

haid dJsl^ drive • Bundled softwdre 
including MSDOS.GW-HASIC, word 
processing, spreadsheet, andd^l^base 
pro^rsnus • Packard Bell leivrvnae 
m^nualii with progfamming guidelines And 
schema lie 3. 





Train the NRI Way— 

and Earn Good Money Servicing 

Any Brand of Computer 

Jobs for computer service technicians will 
aJmost double in the next 10 years according 
to Department of Ijabor statistics, making 
computer service one of the top 10 growth 
fields in the nation. 

Now you can cash in on this exciting 
opportunity— either as a full-time industry 
tedmician or in a computer service business 
of your own— once you've mastered 
electronics and computers the NHI way. 

NRI 's practical eomiiination of 
"reason-why" theory and hands-on building 
skills starts you witli the fundamentals of 
electronics, then guides you through more 
sophisticated circuitry all the way up to the 
latest advances in computer teciuiology. 
You even learn to program in BASIC and 
maclunc language, the essentia! language 
for troubleshooting and repair. 

Get Real-World Skills as You Train 
With a Powerful XT-Compatible 
Micro— Now With 20 Meg Hard Drive! 

To give you hands-on training with the 
absolute in state-of-the-art computer 
technology, NRI includes the powerful new 
Packard Bell VX88 computer as the 
centerpiece of your training. As you 
assemble this fully IBM XT-compatible 
micro from the keyboard up, you actually 
see for yourself how every section of your 
computer works. 

You assemble and test your computer's 
"intelligent" keyboard, install the power 
supply and 5 '/> " disk drive, then interface the 
high-rcsoiution monitor. But that's not all. 

Your hands-on training continues as 
you install a powerful 20 megabyte hard 
disk (irive— today's most-wanted computer 



peripheral— now included in your course to 
dramatically increase the data storage 
capacity of your computer while giving you 
lightning-quick data occt'K.t. Plus you work 
with exclusive word processing, dutabaae. 
and spreadsheet softwiire. yours to use for 
your own professional and personal 
applications. 

.'^s you build your computer, 
performing key demonstrations and 
ex[)erimt>nts at each stage of assembly, you 
get the confidence-building, real -world 
experience you need te work with, 
troubleshoot, and ser\'ice today's most 
widely used computer systems. 

No R\i)erience Needed. NRI Builds It In 

This is the kind of practical, hands-on 
experience that makes you uniquuly 
prepared to take advantage of today's 
opportunities in computer service. 1'ou letu-n 
at vour own convenience in vour own home. 



No classroom pressures, no night school, no 
need to quit your present job until you're 
ready to make your move. And all 
throughout your training, you've got the full 
support of your personal NRI instructor and 
the NRI technical staff, always ready to 
answer your questions and help you 
whenever you need it. 

FREE lOO-Page Catalog Tells More 

Send today for N Ill's big. lOO-poge. full- 
Color catalog that describes every aspect of 
NRI's innovative computer traininK, as well 
as hands-on training in rol>otics. video/audio 
servicing, electronic music technology, 
security electronics, data communications, 
and other growing high-tech career fields. If 
the coupon is missing, write to: NRI School 
of Electronics. McGraw-Hill Continuing 
Education Center. 3939 Wisconsin Avenue. 
Washington. DC 20016. 

1H\1 !i a fTTttmrtnl tivitmMiii tit lounulional QwuiMi* 



SEND COUPON TODAY FOR FREE NRI CATALOG! 
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128 Mode /Creating an Arcade Game' 



Continued from page 80 
Before tjpinji ihu piogfim, rejU "Itow lo Knicr Programs" and "How lo [he ihc Magiiinc 
Entry Proj^ram;' The BASIC proRraras in ihi^ magazine arc iniljbk im tlist from Lniilsiat, 
P.O. Boat 30008, Shrevepon, LA fHWIKId?, l.HOO-8.11-2691. 

Listing 

10 LC$=CHR$ (14) 'CHAY 

20 DIM G$(16) ,CGS(16) •BOIB 

30 FOR T=0 TO 127:POKE 3584->-T,0 

:NEXT'GOAF 
50 REM CREATE FRIZZY FROM DATA'BUBH 
50 FOR 1=0 TO I'DDDE 
70 FOR T=21 TO 56: READ A$ 

:POKE 3584+ (I*64)+T,DEC(A$) 

:NEXT'KANO 
80 NEXT'BAEE 
90 REM SAVE FRIZZV'S 2 SHAPES TO Sl$, 

S2$ 'BDJN 
100 SPRSAV 1,S${1) :SPRSAV 2,S$(2)'CRQA 
120 GRAPHIC 1,1;X=0'CGXV 
130 REM DRAW AND FILL 15 CIRCLES 'BUIE 
140 FOR 1=1 TO 16:T=I*6'FIJE 
150 CIRCLE 1,12,12,6,6,, ,T, 60 

:PAINT 1,12,12'CBXG 
160 REM DRAW TWO 'EYES' IN EACH 

CIRCLE'BAXI 
170 LOCATE 10, 12: DRAW 0,1;T*4 

:DRAW 0,2;55'ETQJ 
180 REM SAVE EACH CIRCLE TO G$()'BUXI 
190 SSHAPE G$ (I) ,0,0,23,20:SCNCLR'CQAI 
200 NEXT'BAEV 

220 REM MOVE SHAPES INTO SPRITES 'BVME 
230 FOR T=3 TO 8:SPRSAV G$(T*2),T 

:SPRITE T,0,T+2 :MOVSPR T,(T-1)*37, 

200:MOVSPR T,T*45# 1 : NEXT ' NUFR 
250 REM PRINT FRIZZY ON SCREEN'BTCH 
250 GSHAPE S$ ( 1 ) , ,0 ' 8JWE 
270 REM ERASE FRIZZY WITH SHRINKING 

CIRCLES'BGSM 
280 FOR T=10 TO 1 STEP-1'FFPI 
290 CIRCLE 0,14,12,T,T-1'CMOJ 
300 REM AND SAVE EACH SHRINKING 

SHAPE 'BAQE 
310 SSHAPE SC$(T) ,0,0,23,21'BQBC 
320 NEXT'BAEY 

340 REM CREATE SLOPING NUMBERS 'BUWH 
350 SCNCLR'BAGC 
360 FOR T=l TO 16'DETF 
370 REM PRINT NUMBERS 1 - 16'BQCI 
380 CHAR,0,0,STRS (T*100) 'DLFJ 
390 J=0:K=8'CFEI 
400 REM SLICE EACH NUMBER INTO 8 

PARTS 'BAMF 
410 FOR M=0 TO 7:I=M*4'FHLD 
420 REM SAVE A 4-BIT WIDE VERTICLE 

SLICE 'BCDI 
430 SSHAPE A$,I+8,0,I+11,7'DNXF 
440 REM THEN PRINT SLICES ELSEWHERE 

AT 1-PIXEL DECREMENTS 'BSRP 
450 GSHAPE A$ , 54+J , K : J=J+3 : K=K+1 'GQCL 
460 NEXT'BAEE 
470 REM THEN SAVE EACH NEW NUMBER TO 

A STRING 'BFBO 
480 SSHAPE CG$(T} ,54,2,77,22'BRIK 
490 NEXT'BAEH 
510 REM DEMONSTRATE THE EFFECTS 'BVGG 



520 

530 
540 

550 

570 
580 
590 
600 

610 

620 



630 
650 

560 

570 
680 
700 
710 
720 
730 
740 

760 
770 
780 
790 
800 



SPRITE 1,1,15:M0VSPR 1,160, 

150'CSZG 

FOR T=3 TO 8:SPRITE T, 1 :NEXT ' FJPH 

GRAPHIC 0,1:CHAR,9,0,LC$+" [SHFT U] 

SE JOYSTICK IN PORT 2"'DMA0 

FOR T=l TO 8:AN(T)=T*45-45:SP(T)=2 

jNEXT'IWHO 

DO:J=JOY (2) 'DFOJ 

MOVSPR 1,+X(J) ,+Y(J) 'DMYL 

S=(S+1)AND liSPRSAV S$ (S+1 ) , 1 ' FQFP 

FOR T=3 TO 8:G (T)= (G (T)+1}AND 15 

iSPRSAV GS (G (T) ) ,T:NEXT'IFEL 

MOVSPR l,AN(JOY(2))SSP(JOY(2)) 

'DSBG 

IF BUMP (1) AND 1 THEN MOVSPR 1,0#0 

:BN=(BN+1)AND 15:SPRSAV CG$(BN+1}, 

2: MOVSPR 2,RSPP0S (1 , 0) + 5 , RSPPOS (1, 

1}-15:SPRITE 2 , 1 ,BN+1 :GOSUB 650 

:SPRITE 2,0:B=BUMP{1) 'VCTG 

LOOP'BAKD 

FOR T=10 TO 1 STEP-1 

ISPRSAV SC$ (T) ,1'GPAM 

FOR 1=1 TO 100: NEXT 

:SOUND 1,T*2000,1,1'GSNN 

NEXT'BAEH 

RETURN 'BAQI 

DATA 00,19,60 'BILD 

00,6A,D8,00,97,58,00,1F'BXFH 
D0,00,35,B8,00,1F,E8,00'BXHI 
FF,FO,0 7,FF,EO,0 7,E3,DO'BXPJ 
00, IF, 60, 00, 00, FO, 00, 01, 
F8 'BBXK 
DATA 00,OC,90'BIXJ 

00,OA,A8,0 0,1F,DO,07,FB'BXIN 
E0,00,7E,D8,00,07,F0,00'BXHO 
07,C8,00,07,E0,00,07,D8'BXYP 
00,OF,60,07,FC,FO,00,01, 



DATA 
DATA 
DATA 
DATA 



DATA 
DATA 
DATA 
DATA 



F8 'BBUH 



(iNID 



Attention 
Programmers 

Have you written a program ttiat you would like to 
stiore witti otfiers — and make a little money wtiile 
you're at it? 

Commodore Magazine 
is now accepting 
quality programs. 

• A BASIC routine for hondling a difficult problem 

• A project ttiot uses ttie Commodore 64, 128 or Amiga 

• A gome ttiot is sure to win over ttie world 

• A utility for tielplrg with mundane chores 

• A mochine longuoge routine to make programming eosier 

Send for your Guidelines for Writers today! 

Commodore Magazine 

1200 Wilson Drive, West Ctiester, m 19380 
ATTN: Technical Editor 
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PROGRAMMING' 



Conjuring 
Sprites 

for the Commodore 
and 128 



Alright, everybody, get out your sys- 
tem guides, we're going to leam 
sprite programming! You'll want to have 
the following items handy before you 
start: a pencil, an eraser, some quadrille- 
ruled graph paper or equivalent, a blank 
disk and a pocket calculator (this is op- 
tional, you can also use your computer in 
direct mode). Now, fire up that eighl^ 
banger and let's get going! 

Those of you who have Commodore 
128/128D models will want to look at 
pages 109 to 126 to see how easy things 
are, and 64 owners, depending on which 
edition of the manual tiiey have, will want 
to find "sprite" in the index and turn to 
the corresponding page. 

Sprites are moveable blocks of memory 
filled in such a way that they represent an 
image 24 pixels (three bytes) wide by 21 
pixels high when superimposed on screen 
memory. Once you have a sprite in mem- 
ory, you can move its image around on 
and off the screen using pokes and the 
VIC registers. 

If you have a 128, you can start design- 
ing sprites immediately by typing 
SPRDEF in 40-column mode. Then, turn 
to page 110 in your system guide and refer 
to the "Sprite Definition Command Sum- 
mary" and the step-by-stcp example to get 
started. In a matter of moments you can 
turn out an inter-galactic hyperspace po- 
lytronic trans-dimensional vehicle (space- 
ship), or a formula turixncharged fuel-in- 
jected grand prix eliminator {rac» car). 




a 



by Mike Rivers 



71131 jell 7431 



Illustration 1: = 8 ■ = ! 

Those of us who don't have a sprite edi- 
tor will immerse ourselves in computer 



science for a moment by designing a 
sprite by hand. 

Our goal here is to draw the sprite and 
convert the image into data for the com- 
puter. The classic way to do this is te make 
a "bit map" on a piece of graph paper 
Tkke a piece of graph paper and make a 
grid that is 21 spaces high and 24 wide. 
Leave space on the ri^t for calculations. 
Label the columns finom left to right, with 
the following sequence: 128, 64, 32, 16, 8, 
4, 2, 1. Do this three times until you have 
three fields, eight bits wide. Then number 
the rows one through 21, top to bottom on 
the left side. 

Now you are ready to draw your sprite. 
Start by outlining the shape of the sprite. 
Then go back and fill in the grid with ones 
and zercte. Think of the squares that are to 
be filled in as being "on" and the ones that 
are blank as being "off." Place ones where 
the squares are filled in and zeros where 
they are blank. Illustration 1 shows your 
basic Venusian multi-spatial anti-gravity 
transport unit (flying saucer). 

The next step is to convert the picture 
into data statements the computer can 
use in BASIC. By dividing the graph into 
three groups of eight columns we can easi- 
ly see three bytes per row. Using the num- 
bers at the top of the columns, the "binary 
place values," we can determine the deci- 
mal number that corresponds to the "bit 
pattern" for that row. According to illus- 
tration 1, the top row, which is blank, 
would be calculated like this: 

The first byte is: 

128x0 + 64x0 + 32x0 + 16x0 + 

8x0 + 4x0 -H 2x0 -(-1x0 = 
The next two bytes would be the same, so 
the BASIC date stetement which repre- 
sente row one would be: 

DATA 0,0,0 
lb make things a little more interesting, 
lef s calculate row ten where the portholes 
are. The first byte would be cadcuiated like 
this: 



128x1 + 64x1 + 32x1 + 16x0 + 

8x0 + 4x0 -h 2x1 -I- 1x1 = 227 
The second byte would be: 

128x1 + 64x1 + 32x0 ^ 16x0 + 

8x0 -H 4x1 + 2x1 -I- 1x1 = 199 

The third byte would be: 

128x1 + 64x0 + 32x0 + 16x0 + 

8x1 + 4x1 + 2x1 + 1x1= 143 
The corresponding BASIC data statement 
would be: 

DATA 227,199,143 
After you've done this for each row you 
have a complete set of data for one sprite. 
Think fast! How many bytes are in a 
sprite? Very good! I knew you'd get that 
right. 

Commodore 128/128D owners can save 
their sprites in binary fil^ as discussed on 
page 123 of the system guide. This allows 
you to go directly from SPRDEF to disk 
with your sprite definitions without enter- 
ing date stetements. You can really pt a 
lot of sprites designed and saved quickly. 
It's like having a desktop sprite factory 
cranking out sprites for you. 

Now that we have the data for a sprite 
image (sometimes called a sprite defini- 
tion), we want to put it in the computer 
and control it. Here, it is useful to mention 
the importance of making distinctions be- 
tween the sprite date itself, the pointers to 
the date, the location of the sprites on the 
screen and the location (X and Y) regis- 
ters. 

lb get the data you have calculated into 
the computer, POKE the sprite date into 
memory using a FOR/NEXT loop, with 
READ and POKE statements. Choose a 
starting address that is a multiple of 64, 
The manual uses 12288, so we will too: 

50 FOR N = TO 62 

60 READS 

70 POKE 12288 + N,S 

80 NEXT 
Now the sprite date is in memory. 

There are numerous memory locations 
in the video chip (VIC-H) which are 
known as "sprite registers." Each register 
is dedicated to a specific aspect of sprite 
control. First we will be concerned with 
the sprite enable register The sprite en- 
able register turns on any one or combina- 
tion of, eight sprites controlled by the VIC 
n chip. Tb do this, a value must be poked 
into this register which corresponds to the 
sprites to be turned on. The POKE value 
for each sprite is equal to two, raised to 
the number of the sprite to be enabled: 
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-^ Exploring Japan with Jet • Mow that 
Japan Scenery Disk ts included wtth Jet we'd like 
to offer some suggestions for expkiring the 
Japanese countrywide from the cockpit of your 
F-16, 

First, a close-up view o( Tokyo. Take off from 
Hyakuri Airport (Morth 18542, East 328711) and 
turn to a heading of 187 degrees. This flight path 
takes you into the peninsula (omiing the fight 
boundary of Tol^o Bay (see Tokyo area chart). At 
Mach 1 ^is heading should bring you to New 
Tokyo Intemotlonal AlrpxJrt at tSarlta In about five 
minutes. Turn dght to a heading of 27D degrees at 
ISattta to put yourself on a direct course to Tokyo. 
When Tokyo comes into view, throttle back to 45% 
and drop altitude to 1 ,000 feet to explore the city. 
Highlights including Tokyo Tower and the 
Emperor's Palace will be clearly visible, with many 
high-rise skyscrapers to the north. Head for Tokyo 
International Airport (Hancdn) In the southwest part 
of the city. Make your approach and land at Tokyo 
International. Keep your airspeed low and don't 
overshoot the runway or you'll end up In Tokyo Bayl 
Mext mondi - ar>other Japanese adventure I 

-4* Submarine Action In the Pacific - 

Cinparalleled action and realism ftave rocketed CIp 
Periscope! to the top of the software charts! You 
command a World War II fleet class submarine. 
Start with a shakedown cruise out of the Mavy's 
ricw London shipyards, then re-enact fourteen 
different historic patrols covering ail Pacific 
theatres of war, Relive the famous final patrol of 
tlSS Tang when Commander Dick O'Kane was 
sunk by one of his own torpedoes. Intercept 
convoys in the Formosa Straight with tlSS Barb. 
Evade depth cfi^rge attacks, or go hunting on your 
own. Mastering the complexities of command are 
difHcutt but very rewarding. 



Top Selling Sceneiy Disks This Month: 

($24.93 each. Tor us« with Fight Simulator B. Stealth 
Mtision. and Jet) 

1 -"Western Eurt>pean Tour" Scenery Disk 
Z. Scenery Disk # 7 (U.S. Eastern Seaboard) 
3. Scenery Disk # 3 (0.8. South Pacific) 
4. Scenery Disk # 1 1 (U.S. Morth Eastern 

Border) 
5- San Francisco Scenery Disk 

See your dealer to purchase SubLOGIC prx>ducts. 
or call us direct to order fiy charge card at (BOO) 
637-49B3. Illinois residents caU (217) 359-8482. 

SubLOGIC Corporation 
501 Kenyon Road 
Champaign, IL 61820 

PledS? address any feedbock/cDirrspondence rvgordlng 
SubLOGIC products., operatians, or this "Fllghl tHotes" 
column to ATTMj Chairman's Office. 
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Sprite Number 


POKE value 





1 


1 


2 


2 


4 


3 


8 


4 


16 


5 


32 


6 


64 


7 


128 



If you wanted to enable sprite 5, you 
would POKE a value of 32 into location 
53269 like this: POKE 53269,32 (just re- 
member this also sets the other bits in the 
sprite enable register to zero, which dis- 
ables sprites 0, 1, 2, 3, 4, 6 and 7). lb en- 
able sprites 0, 3, 4 and 7, you would add 
the POKE values for those sprites 
1+8 + 16 + 128 = 153 and POKE the re- 
sult into location 532B9 (which in turn dis- 
ables sprites 1, 2, 5 and 6). 

After enabling the sprites, we must tell 
the computer where the sprites are stored 
using what are called "sprite pointers." 
The sprite pointers contain numbere that 
"point" to the section of memory that con- 
tains the actual sprite data- These num- 
bers are small enough to bo expressed in a 
single byte of information (decimal num- 
bers 0-255). The starting address for the 
sprite information is a multiple of 64. 
When you multiply the pointer by 64 you 
get the starting address for your sprite in- 
formation (make sure the address you 
choose is an even number). 

The sprite pointers and their corre- 
sponding sprites are; 

Sprite No. Memoiy Location 

2040 

1 2041 

2 2042 

3 2043 

4 2044 

5 2045 

6 2046 

7 2047 

Using the same address from the exam- 
ple above, divide 12288 by 64: 
1228&64 = 192, POKE this value into the 
location which corresponds to the sprite 
you previously enabled. Tb point to the 
memory segment beginning at 12288 that 
holds sprite 5, you would POKE 2045,192. 

All that is left to do is to assign a color 
to the sprite and provide some means to 
move it. Each sprite has its own color reg- 
ister from 53287 to 53294. lb assign a col- 
or to a sprite, POKE a color code between 
and 15 into the memory location for the 
sprite you want to color. For example to 
color sprite 7 yellow, POKE 53294,7. 

Finally, after defining the sprites' 



j shape, enabling them, pointing to their 
memory locations, poking them into 
memoiy, and coloring them, we can move 
them. Each sprite has two registers that 
correspond to its X and Y coordinates on 
the screen. By poking values for X and Y 
into the sprites position registers, the 
sprite will move on the screen. 

lb do this, a FOR/NEXT loop can be 
used to POKE an incrementing index 
variable into the sprites' X and Y position 
registers like this: 

85 FOR 1 = OTO 200: REM Setup 
loop; index = I 

90 POKE 53262,1: REM Poke sprite 7 X 
position with 1 

95 POKE 53263,1: REM Poke sprite 7 Y 

position with I 
100 NEXT REM increment index 

It is important to note that of the 320 
possible horizontal positions the sprite 
may move through, the X position regis- 
ter can only represent 256. This is because 
an eight-bit memory location or register 
can only be used to express numbers from 
to 255, for a total of 256 numbers. Pro- 
grammers call this numerical boundary 
for the sprite's X position "the seam." Tb 
handle sprites that ('ire intended to cross 
the seam, a special register at 53264 is 
used. The other eight X position registers 
can each "borrow" a bit from this special 
register Tuning on the bits zero through 
eight of this register move sprites /£ro 
through eight respectively, past the 255th 
horizontitl position. For example, POKE 
53264,128 will move sprite 7 past the 
seam (again, remember this will also set 
the other bits in this register to zero, 
which will disable sprites 0, 1, 2, 3, 4, 5 
and 6 from moving past the scam), lb 
make the sprite appear on the left side of 
the screen again, turn off bit seven. It is 
good programming practice to always 
check this register, called the sprite X po- 
sition Most Significant Bit (MSB) register, 
with a PEEK before using sprites to make 
sure they are off, otherwise your sprite can 
end up far from its intended place in 
memory and crash your program. 

Some of the X and Y positions are not 
visible on your screen. "This configuration 
allows sprites to move smoothly on and off 
the screen, like actors fixim the wings of a 
stage. Vertically, positions 50 through 249 
are visible, and horizontally, positions 24 
through 342. 

Now that you know the rudiments of 
sprite programming, you are well on your 
way to creating your own games and ani- 
mations. TVy adtjing keyboard control, 
then convert your program to use joy- 
sticks. D 
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PROGRAMMING 

The Delphic 
Oracle 

for the Commodore 64 

Much of life in ancient Greece was 
governed by the prophecies of the 
Delphic Oracle. Near the foot of Mount 
Pamassos at Delphi, stood the temple of 
Apollo. He was the Olympian god of light, 
beauty, youth, healing, music and poetry. 
Most importantly, he was also the god of 
prophecy, 

hi the temple, his priestess Pythia 
would answer all questions asked. But the 
wording was often ambiguous, and you 
had to interpret what it was that you 
heard and saw — or thought you did. 

The Program 

The program is written in BASIC, but 
runs very fast. After typing it in, save it 
on disk or tape. Then simply RUN it. All [^ 
instructions appear on the screen. If you 
hit a wrong key, it will not be accepted and 
you wiD only hear a buzzing sound. But 
watch your spelling! 

You will be asked to type any question 
you can think of If you inake a typing er- 
ror, use the delete key Your question can 
be as long as two lines of text, but must 
end with a question mark. 

Pythia will give you her answer accom- 
panied by appropriate sound and visual 
effects. You can then ponder her answer 
and either quit or ask another question. 
Contrary to the historic reputation of Del- 
phi, all answers given here are PG-rated. 

Hints 

The pro^-am uses a sophisticated 




parser and branch trees. In other words, 
the computer will read and interpret what 
you typed, Pythia's answers are keyed to 
the first three words of your question, 
while a parser index selects two topics 
from significant words which may appear 
anywhere in the question. In addition, 
random modifiers alter the response. You 
may be surprised how fast aU this hap- 
pens. Yet it provides for a wide range of 
possible answers that are responsive and 
specifically appropriate to the question 
which was asked. 

Pythia, of course, is omniscient. Here 
are a few suggestions about what to ask; 

Wife, husband, girlfriend or boyfriend. 



GORDON KIBBEE 

Babies, children and grandchildren. Love, 
marriage and sex. War, atomic bombs and 
explosions. Job or graduatioiL Death and 
taxes. Money or winning. Space, stars and 
planets. Baseball and the World Series, 
football and the Bowls. Friends and 
lovers. 

For example, you may want to start 
your questions with: Wll, shall, can, 
could, should; I, we, our, his, her, he, she; 
when, what, who, which, where, why, how, 
how much, how often, how many and oth- 
er phrases. 

If Pythia does not understand your 
spelling, she will let you know. Enter the 
temple of Apollo and ask, B 



Ueforr typing ih!s program, read "How 10 Enter Progrims" ind "How to Use ibc Msjiizltvc 
Entry Frogram." The lUSIC progrims In tiiis tnigazlni: arc available on disk (ruiti Luidsiir, 
P.O. Boi 30008, Shrcvepott. 1,A 71130-0007. t-S00a31-269'i. 



2 D$=''THE 
4 POKE 65 

:GOSUB 
6 GET A$: 
:IF A$= 
STEP-64 
8 IP Q$<> 
10 IF A$= 
A§=W$ 
:GOTO 
12 IF POS 



Tiie Delphic Oracle 

delphic oracle" 'bcyf 
7,128:print chr$(147) 
358:goto 122'fvtj 
pr'int tab (5)chr$ {164)h6$; 
■"■then 6'hsjm 
•niut 

""then 12'eejj 
chr$(20) or a$=chr${148) or 
or a$="?" then gosub 306 

6 ' NYQK 
{X)=35 THEN PRINT W$ 



:PRINT TAB(5) ; ' 
14 IF LEN{Q$)>=60 

:PRINT SPC{11) 

: RETURN 'JOTM 
16 IF RIGHTS tQ$,l} 

A$=''":GOSUB 306 
18 IF AS="?" THEN 

1) <>W$ THEN Q$= 

: RETURN 'MSIR 
20 IF A5="?" THEN 

: RETURN 'FDQC 
22 IF A$=CHR$ (20) 

: PRINT A$; :GOTO 
24 IF A$>="A" AND 
26 IF A$>="0" AND 



HLIF 

THEN PRINT 

U2$ "LOMG ENOUGH I" 

=W$ AND A$=W$ THEN 

:GOTO 6'JUBM 
IF RIGHT$(Q$, 
QS+W$:PRINT "?" 

PRINT "7" 



THEN GOSUB 36; 

6'HPUH 
A?<="Z" THEN 32'HGQI 
A$<="9'" THEN 32'HGQK 
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88 


IF G$ (J) = "PENNANT" OR RIGHTS (G$ (J ) , 


28 IF h$-Vi$ THEN 32'DGPJ 




4)="B0WL"THEN E=15'HRXX 


30 GOSUB 306:GOTO 6'CFFB 


90 


IF RIGHTS (GS (J) ,4) = "GAME" OR 


32 Q$=Q5+A$:PRINT AS;:J=J+1 




RIGHTS {G$ (J) ,4)="RIES" THEN E=15 


:IF J>43 THEN 6'ITYK 




:G0T0 lOO'JAAS 


34 POKE V,LX+J:POKE V+1,HX-J 


92 


IF GS (J)="PRESIDENT" OR 


:GOTO 6'GOIK 




LEFT$(G${J} ,3}="V0T" THEN E=2'HQPS 


36 IF Q$="" THEN RETURN 'ECFH 


94 


IF LEFT${G$ (J) ,4) = "ELEC" THEN E=2 


38 Q$=LEFT$ (Q$,LEN (Q$)~l) ' EMTM 




:GOTO lOO'GPCQ 


40 IF P0S(X)<=5 THEN PRINT W$ TAB (34) 


96 


IF G$(J)="MONEY" OR G$(J)="RICH" 


H3S CHR$ (164); 'ISCJ 




THEN E=3'GMAU 


42 RETURN 'BAQC 


98 


IF LEFT$(G${J) ,6)="HILLI0" OR 


44 P$=Q$:N=1:G0SUB 46 :G=LEN (G$ (1 ) ) 




LEFTS (G$ (J) ,3)="WIN" THEN E=3'IUSA 


:FOR N=2 TO 9 : P$=P1 $ :GOSUB 46:NEXT 


100 


IF E1=0 THEN IF E>0 THEN Jl=J:El=E 


:GOTO 50'MLDT 




:E=0:GOTO 106'KTLF 


46 FOR Z=l TO LEN(Q$):IF MID$(P$,Z, 


102 


IF E2=0 THEN IF E>0 THEN J2«J:B2=E 


1)<>W$ THEN NEXT'KRQQ 




:E=0'JPYG 


48 P1$=MID$ (P$,Z+1) :G$ (N)=LEPT$ (P$, 


104 


IF E2=E1 THEN J2=0 :E2=0 : E=0 'GOJG 


Z-1) :RETURN'HYSR 


106 


IF J2=0 THEN NEXT'EDSE 


50 G1S=G${1) :G2$=G$(2) :G3$=G$(3) 


108 


J = 9:IF ElOl AND E201 THEN 


:FOR J=l TO 9:P0KE V,LX+J 




114 ' IMCK 


:POKE V+1,HX+J 'LSGR 


110 


POKE VI,2:PRINT H$H4$U6$ iGOSUB 344 


52 IF LEFT$ (G$(J) ,3)="BAB" OR 




iPRINT TAB(11)H3$CHRS (ISO) 


LEFT$ (G$(J) ,5) = "CHILD" THEN 




H5$W8$'GKMH 


E=4'IUJ0 


112 


PRINT TAB(11)CHRSC28)W$W4$"W A R 


54 IF LEFT$(G$(J) ,5)="GRAND" THEN E=4 




!"W4S:G0SUB 320:POKE VI, 


:GOTO lOO'GPIN 




:GOTO 118'GDVJ 


56 IF G$ (J)="HUSBAND" OR G$(J)="WIFE" 


114 


IF Jl+J2=0 THEN PRINT TAB (14) US 


THEN E=5'GMJQ 




GlS U5S WS "?":GOTO 120'HWHJ 


58 IF G$(J) = "LOVE" OR LEFTS (G$ (J), 


116 


PRINT TAB (12) US GS(Jl) U5$ WS 


4)="MARR" THEN E=5:G0T0 lOO'IULU 




"J " 'CQSG 


60 IF G$(J)="DEAD" OR G$ (J ) ="DEATH" 


118 


IF J2>0 THEN PRINT TAB (42) U5$ 


OR G$(J)="DIE" THEN E=6 




G${J2) WS "?"'FRAK 


:GOTO lOO'JVPP 


120 


POKE V+21,0:RETURN'DGBA 


62 IF LEFT$(G$[J) ,3) = ''TAX" THEN E=7 


122 


RR%=RND (0) *3 :R%=RND (0) *7 'GOYG 


:GOTO lOO'GPLL 


124 


PRINT HIS CHR$(152) CHRS(145); 


64 IF G$(J)="LOVER" THEN E=11'EIHL 




'DOLF 


66 IF RIGHTS {G$(J} ,5)="RIEND" AND 


126 


11=0:12=35:13=13:19=0 


LEN(G$(J) )>6 THEN E=ll 




: GOSUB 332'FVSK 


:GOTO lOO'JYGU 


128 


PRINT HS:I1=0:I2=15:I3=6:I9=8 


68 IF LEFT$(G$(J) ,3) = "B0Y'' OR 




:GOSUB 330:PRINT H$ H4$ US 


LEFTS (G$ (J) ,3)="S0N" THEN E=8 




jGOSUB 344'IKTR 


iGOTO lOO'JYOW 


130 


PRINT HS TAB(240) TAB(244) U2$; 


70 IF LEFTS (G$(J) ,3)="GIR" OR 




'DODC 


LEFT$(G$(J) ,S)="DAUGHTER" THEN E=9 


132 


PRINT"TYPE" US W$ "YOUR QUESTION 


:GOTO lOO'JYMR 




AND END WITH" WS U2$ "?"'BJXL 


72 IF LEFT$(GS(J) ,5)="FRIEN" THEN E=10 


134 


PRINT TAB (10) "(A QUESTION MARK)" 


:GOTO lOO'GQLN 




US H4$:G0SUB 302'DMPK 


74 IF LEFTS(G$(J},3)="SEX" THEN E=12 


136 


QS="":J=0:E=0:PRINT 


:GOTO lOO'GQDP 




;POKE 198,0'FPSK 


76 IF G$(J)="GOD" THEN E=13 


138 


LX = 103:HX=U0:C%=7:POKB V+21,1 


:GOTO lOO'FMRP 




:POKE V+39,C%:POKE VI, 14 


78 IF LEFT$(G$(J) ,5) = "SPACE" OR 




:GOSUB 6'JLRT 


LEFTS(G$(J),4)="STAR" THEN 


140 


PRINT HS TAB(240) TAB(244) 


E=13'IVDX 




WOS'DNTD 


80 IF LEFT$(GS(J) ,4)="M00N" OR 


142 


PRINT TAB (10) W9$:P0KE V+21,0 


LEFT$(G$(J) ,6}="PLANET" THEN E=13 




:PRINT H$ H4$ CHR$(31) 


:GOTO lOO'JABR 




:G0SUB 344'HBXK 


82 IF G$(J) = "JOB" OR LEFTS {G$ (J), 


144 


PRINT TAB (11) W8S:P0KE VI,6'DLAH 


5)="GRADU" THEN E=14:G0T0 lOO'IVJR 


146 


PRINT H$ TAB (240) TAB (51) 


84 IF LEFTS(G$(J),3)="B0M" OR 




CHR${151) WS "PYTHIA THINKS" W2$ 


LEPT$(G$(J) ,3)="WAR" THEN E=I'IUFT 




:G0SUB 314'FXEQ 


86 IF LEFTS (G$(J) ,4)="EXPL" OR 


143 


LX=185:HX=80:C%=15:POKE V+39,C% 


G$(J)="ATOMIC" THEN E=l 




:POKE V,LX:POKE V+1,HX 


:GOTO lOO'IUUW 




:POKE V+21,1 'KOAW 
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150 



152 



154 
X56 

158 
160 
162 

164 
166 

168 
170 



172 



174 



176 
178 
180 



182 
184 
186 
188 
190 

192 

194 
196 
198 
200 
202 



204 

206 
208 
210 



212 

214 
216 

218 

220 

222 

224 
226 



GOSUB 44:PRINT H$ TAB(240) 

TAB (51) W$ U2S "PYTHIA SPEAKS 

:" W$'ETBK 

IF G2S="Y0U"THEN M$="MAYBE 

I"+W$+G1$+W$+",BUT I 

MIGHT"+T${RR%) iGOTO 244'KXST 

IF G=0 OR G>6 THEN 244'FHKI 

ON G GOTO 158,162,170,180,190, 

198 'CYYL 

IF G1$="I" THEN M$=M$(6) 'EKDM 

GOTO 244'BDJC 

IP G15 = "DQ" OR G1$=''IS" THEN 

226'FJYJ 

IF G1$ = "WE" THEN M$=M$ (6 ) ' EKGK 

IF G1$="MY" OR G1$="AM" THEN 

M$=M$(8) 'GNKO 

GOTO 244'BDJK 

IF G1$="CAN"0R Gi$="DID"OR 

G1$="ARE"0R G1$="WAS"0R 

G1$="HAS"THEN 226'LSXR 

IF G1$="WHY" OR G1$="H0W" THEN 

202 'FJDK 

IF G1$="WH0" THEN IF G3$="WIN" 

THEN IF E2=15 THEN M$=M$(21) 

:GOTO 244'LWXT 

IF G1$="WH0" THEN 202'DGPM 

GOTO 244'BDJL 

OR G1$="D0ES" OR 
G1$="HAVE" THEN 



THEN 240'DGAJ 
THEN 202'DGAL 

M$=M$(7) 'EKIO 



OR 



IF G1$="WILL" 

G1$="WERE" OR 

226'JPVQ 

IF G1$="WHEN" 

IF G1$="WHAT" 

IF G1$="TELL"THEN 

GOTO 244'BDJM 

IF G1$="C0ULD" OR G1$="W0ULD" 

G1$="SHALL" THEN 226'HHEP 

IF G1$="WHICH" OR G1$="WH0SE" 

THEN H$=MS (23) 'GOCP 

IF G1$="WHERE" THEN M$=M$ {17 } ' ELBO 

GOTO 244'BDJL 

IF G1$="SH0ULD" THEN 226'DGNQ 

GOTO 244 'BDJW 

IF G2$="IS"0R G2$="CAN"0R 

G2$="D0"0R G2S="D0ES"THEN 

M$=T$ {RR%)+M$ (13) 'LCHO 

IF G2$="DID" OR G2$ = "W0ULD'' THEN 

M$=M$ (13)+T$ (RR%) 'HVEL 

IF G2$ = "WAS'' THEN M$=C$ ( 3 ) ' EKYH 

IF G2$="WILL" THEN M$=C$ (0 ) ' EKYJ 

IF G2$="SHALL" OR G2$ = "SH0ULD'' 

THEN M$~M$(18)+T$(RR%}+"BE 

MADE" ' IVWL 

IF G2S="MANY" THEN MS="THERE ARE 

MILLIONS 0F"+WS+G3$'GKIM 

IF G2$="0FTEN" THEN M$=MS (7 ) ' EKEH 

IF G 2$= "LONG" THEN 

MS=T$ (RR%)+M$ (16) 'FSKL 

IF G2$="MUCH" THEN 

HS=T$ (RR%) +M$ (19) ' FSKN 

IF G2$="HAVE" OR G2$="HAS" THEN 

M$=M$(1) 'GNGG 

IF G2$="C0ULD'' THEN MS=M$ (3 } ' EKVG 

GOTO 244'BDJD 

IF G2$="MY" OR G2$=''0UR" THEN 

M$="Y0UR''+W$+G3$+W$+G1$+T$ (RR%) 



:GOTO 244'MEIV 
228 IF G2$="HIE" OR G2$="HER" THEN 

238'FJEM 
230 IF G2$="THE" OR G2$="A" OR 

G2$="AN" THEN 238'HMKH 
232 IF G2$="HE" OR G2$="SHE" THEN 

M$=G2$+WS+G1$+T$ (RR%)+G3$ 

iGOTO 244 'LPDP 
234 IF G2$="I" OR G2$="WE" THEN 

M$="Y0U"+W$+G1$+T${RR%)+M$ (14) 

:GOT0 244'LFLIS 
236 M$=G2$+W$+G1$+T$ (RR%) 

:GOTO 244'FVUM 
238 M$=G2$+W$+G3$+WS+G1$+T$(RR%) 

:GOTO 244'HBXR 
240 M$=T$(RR%)+M$(16) :IF R%<4 THEN 

M$=M$+W$+",BUT"+W$+M$ (2) 

:G0 TO 244 'MLNQ 
242 M$ = MS4-W$+" ,BUT"+W$+M$ (3) ' FNPJ 
244 IP El=l OR E2=l THEN 248'FJAJ 
246 GOSUB 310'BDHH 
248 IP M$="" THEN M$=M$(20) 

:IP Jl+J2=0 THEN M$=M$(9) 

:GOSUB 318'KCMU 
250 PRINT H$ U2$ TAB{160) TAB{242); 

'DOCF 
252 FOR F=l TO LBN{M$):IF P0S(X)>=36 

THEN PRINT CHR$ (45) 

:PRINT TAB(3) ; 'NUWP 
254 PRINT H5$ MID$ {M$ , F, 1 ) ; 

:FOR T=l TO 80:NEXT:NEXT 

:POKE 198,0:PRINT'JBGP 
256 IP Jl+J2=0 THEN 296'EIKL 
258 E=E1:PRINT H3$ U$:GOSUB 262 

:IF E2>0 THEN E=E2:PR1NT H3$ U2$ 

iGOSUB 262'JGEV 
260 GOTO 296 'BDQD 
262 ON E GOTO 264,266,268,270,272,274, 

276,278,28 0,282,284,286,288,290, 

292'CKAR 
264 N$=M${RR%) :GOTO 294'CNRK 
266 N$=M$ (11) :GOTO 294'CMTL 
268 N$=M${2+RR%) :GOTO 294'DOLO 
270 N$=M$ (5) :GOTO 294'CLYG 
272 N$=M$ (7) :GOTO 294'CLBI 
274 N$=M$ (12) :GOTO 294'CMUK 
276 NS=M$ (RR%) :GOTO 294'CNRN 
278 N$=U$+M$ (10)+U25:GOTO 294'ERHR 
280 N$=CHR${150)+M$(10)+U2$ 

:GOTO 294'FUKL 
282 N$=M$ {1+RR%) :GOTO 294'DOKK 
284 N$=M$ (8) ;GOTO 294'CLCL 
286 N$-M$ (15) :GOTO 294'CMXN 
288 N$=MS(17) :GOTO 294'CMAP 
290 N$=M$ (22) :GOTO 294'CMVI 
292 N$=M$(23) 'BIYJ 
294 PRINT TAB(2) N$ ; RETURN ' DFIL 
296 IF M$=MS(9) then PRINT TAB (2) 

CHR$ (153) H5$ D$ (RR%) 

:GOTO 300'HDRV 
298 PRINT TAB (2) H5$ CHR$(159) "BUT" 

W$ C$ (R%) 'DSJT 
300 PRINT TAB(240) :G0TO 532'DIMA 
302 POKE S+24,15:POKE S+1,110 

:POKE S+5,9:P0KE S+6,9'IXAJ 
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304 

306 

308 

310 
312 

314 
316 

318 
320 

322 

324 
326 

328 

330 

332 

334 

336 

338 

340 

342 
344 

346 
348 

350 

352 

354 

356 
358 

360 

362 

364 
366 
368 
370 
372 
374 
376 

378 



POKE S+4, 17 SPOKE S+4,16 

: RETURN 'FMJG 

POKE S+6, 240 SPOKE S+1,4:P0KE S+5,0 

:POKE S+4,33:FOR T=1024 TO 512 

STEP-64 'NIUS 

POKE S+l,T/256:POKE S,T AND 255 

:NEXT:POKE S+4 , : RETURN MVUP 

POKE VI, 4; FOR T=l TO 300 : NEXT ' FLWD 

GOSUB 316:POKE VI , : POKE 198,0 

iRETURN'EPMF 

P=17:E$="424242":GOTO 322'DKFH 

P=33:ES="2513314215024 21502" 

:GOTQ 322'DKEL 

P=129:E$="111455":GOTO 322'DLGL 

P=129:E$="11145580810110110110110 

1101"'CHYH 

POKE S+6,96:POKE S+24,15 

:FOR A=l TO 18 STEP 3'ISRJ 

POKE S+1,VAL(MIDS(E$,A,2)) 'ENKI 

POKE S+4, P: FOR B=l TO 

80*VAL(MID${E$,A+2,1) ) iNEXT'KVPP 

POKE S+4,P-1:NEXT:RETURN'FHNL 

FOR 1=0 TO 19: PRINT CHR$(29); 

:NEXT'GLFG 

PRINT W$ CHR$(117); :FOR. 1=0 TO 12 

: PRINT CHR$ (99) ;:NEXT 

:PRINT CHR$(105) 'KBRN 

FOR 1=0 TO 13: IF I9=8 THEN FOR 

J=0 TO I9:PRINT CHR$(29); 

:NEXT J'MUOQ 

PRINT W$ CHR$(125) SPC{I2+1) 

CHR$ (125) :NEXT I 'GSHN 

IF 19=8 THEN FOR J=0 TO 19 

:PRINT CHR$(29); :NEXT J'JPIR 

PRINT W$ CHR$(106); :FOR 1=0 TO 12 

:PRINT CHR$(99);:NEXT'IULK 

PRINT CHR$ (107 ): RETURN 'DGRG 

FOR T=l TO 7 SPRINT TAB (11) H5$ W8$ 

sNEXT'GONL 

PRINT H$ H4$ H4$sPRINT TAB (17) Z$ 

Z1$*DRUM 

PRINT TAB (16) Z$ W2$ ZIS 

SPRINT TAB(15) Z$ W4$ Z1$'EXJQ 

PRINT TAB(13) Z$ W5$ Zl$ 

iPRINT TAB{12) Z$ W6$ Z1$;'EYRJ 

PRINT U3$ H5$ W2$ U$ W2$'B0JH 

PRINT TAB(ll) CHR$(149) H5$ W7$ 

U4$ W3$'DURM 

PRINT H$ TAB(240) TAB(64) U$ "?" 

s RETURN 'EMEN 

DIM M$(23),U$(11),C$(7),D$(3), 

G$(1D),T$(3) 'BNSR 

S=S4272:VI=53280:POKE VI , 8 

:POKE VI+l,8:S%=832sV=53248'HNWQ 

H1$=CHR${147) :H$=CHR$ (19) 'EPUK 

H3$=CHR$ (145) :H4$=CHR$ (17) 'EQPN 

H5$=CHR$ (18) :H6$=CHR$ (157) ' EQXP 

U$=CHR$ (154) :U2$=CHR$ (5) ' EORQ 

U3$=CHR$ (158) :U4$=CHR$ (30) 'EQOK 

U5$=CHR$(155):U6$=CHR${28) ' EQWM 

Z$=CHR${169) sZlS=CHR$ (127) ' EQCO 

W$=CHR$ (32) sFOR T=0 TO 32 

:W0S=W0$+W$ jNEXT ' IVXT 

Il=0sI2=35:I3=21sI9=0 

PRINT H$ U3$ U5$;:G0SUB 332'GGXW 



380 
382 

384 
386 
388 
390 
392 
394 
396 
398 
400 
402 
404 
406 

408 
410 

412 

414 
416 

418 

420 

422 

424 
426 
42B 

430 

432 

434 

436 

438 

440 
442 
444 

446 

446 
450 

452 

454 
456 
458 
460 
462 
464 
466 
468 

470 



FOR T=0 TO 23: READ M$ (T) :NEXT ' FLHK 

FOR T=0 TO llsREAD U$ (T) sNEXT ' PLMM 

W2$=LEFT$ (W0$,2) 'CKDM 

W3$=LEFT$ (W0$,3> 'CKFO 

W4$=LEFT$ (W05,4) "CKHQ 

W5$=LEFT$ {W0S,7) 'CKLJ 

W6$=LEFT$(W0$,9) 'CKOL 

W7$=LEFT$ (W0$,13) 'CLIN 

W8$=LEFT$ (W0$,16) 'CLMP 

W9$=LEFT$ (W0$,18) 'CLPR 

M$ (9)=U4$+W4$+H$ (9)+W2S+U2$'FWEG 

M$(20}=U4$+M$(20) 'CPFE 

H$ (15)=U3S+M${15) 'CPMG 

U$(4)=U$(4)+W$+H5$+W$+"PROPHECY." 

'FRQN 

H$ H5$ TAB (90) D$'CKQJ 
FOR T=0 TO 4 SPRINT TAB (3) 

;NEXT'HNOG 

;FOR T=5 TO 6: PRINT TAB (2) 

;NEXT'HNUI 

;PRINT TAB(3) U$(7)'DIHG 

llsPRINT TAB(2) US(T) 



PRINT 

PRINT: 

U$(T) ! 

PRINT: 

US(T); 

PRINT: 

FOR T=8 TO 

:NEXT'GNLL 

PRINT: PRINTS GOSUB 428 

:POKE 198,0 'ELJL 

PRINT TAB (5) U3$ "PRESS <SPACE 

BAR> TO CONTINUE" 'CFVK 

PRINT H3$ H3$:IF PEEK(162)AND 64 

THEN PRINT TAB (5) H5$; 

jGOSUB 302'IYRL 

IF PEEK(203)<>60 THEN 420'FKHJ 

POKE VI ;0: POKE VI+1 , : RETURN ' ELBL 

FOR 1=0 TO 14s POKE S%+I,0:NEXT 

:POKE 2040,13:POKE S%+1,30'JBBS 

POKE S%+4,63:POKE S%+7,63 

:POKE S%+10,63 SPOKE S%+1 3 , 30 ' lEQM 

D${0)=W4$+"PLEASE REWORD YOUR 

QUESTION. "+W3$'DLUP 

D$(1}=W4$+"PLEASE USE YOUR 

DICTIONARY! "+W4S 'DLJQ 

D$ (2)=W4$+"PLEASE CHECK YOUR 

SPELLING 1 "+W4$ ' DLVS 

C$(0)="WHAT WILL BE WILL 

BE. . ." 'BFEQ 

C${1)="S0 IT SHALL PASS . . . " 'BFBI 

CS(2)="QUE SERRA SERRA. . . " ' BFPK 

C$(3)="THE PAST IS 

PROLOGUE,,, "'BFNN 

C$(4)="ALL ROADS LEAD TO 

ROME . . . " ' BFAP 

C$ (5)=H6$+H6$+H6$+H6$+''THE FUTURE 

IS CLOUDY TODAY. .." 'PREY 

C$(6)="THERE ARE BILLIONS OF 

STARS" 'BFFM 

T${0)=W$'BHMH 

T$ (1) =W$ + "NOT"+WS 'DJIL 

T$(2)=W$+"PERHAPS"+W$'DJRP 

RETURN 'BAQL 

DATA IT IS A POSSIBILITY 'BQMJ 

DATA YOU MAY NEVER KNOW'BPML 

DATA THERE IS ALWAYS A CHANCE 'BUYO 

DATA NEVER SAY NEVER 'BNLO 

DATA YOU SHOULD PLAY THE 

LOTTO! 'BWZT 

DATA A SECRET WISH MIGHT BE 

Continued on page 128 
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by Mike Lewis 



Commodore 
Sixty-Fore 

for the Commodore 64 



{ 



Commodore Sixty-Fore is an exciting 
miniature golf game for the Commo- 
dore 64. Sixty-Fore will provide you and 
your friends with hours of golfing enjoy- 
ment, even if it's raining. 

Sixty-Fore has nine holes, and a rauple 
of them may take time to master. Of 
course, the game is more fim with more 
players— you can have up to four per 
game. 

Type in the program and save it. After 
you run it, the title screen will appear for 
ten seconds while the sprite graphics are 
being set up. The program will then ask 
you to enter the number of players by typ- 
ing a digit for one, two, three or four play- 
ers. 

The screen will set up a course with one 




iJUl 



I 



ball and hole. The golf club circles around 
the ball. At the right of the screen, you 
will see all of the necessary information, 
such as the hole number, the par for the 
hole, the score for all four players, the 
round of play, instructions and which 
player is up. 

When the golf club is at the desired an- 
gle, press the Fl key. Then enter the speed 
at which you want the ball to travel. (Zero 
is the slowest, nine the fastest.) The ball 
will move and come to rest, and the next 
player takes a turn. 

With each new hole the screen will 



change colors, and a new course configu- 
ration will be set up. When all nine holes 
are finished, the final screen will show the 
total score for each player in terms of par 
for the course. The lower the score, the 
better you played. The lowest score wins. 
The final screen wll also ask you if you 
want to play again. Of course you'll want 
to answer '^es," 

Commodore Sixty-Fore will provide you 
with hours of miniature golf action, rain 
or shine, night or day And best of all you 
don't have to pay for the course. Gather up 
your friends and enjoy! O 



Before taping this program, read '1fow to Enter Pfngnms" and "How to Use the Midline 
Entry Program." The BASIC prUf{rams m this inagazine arc available oo di^lc from Loadstar. 
P.O. Bot 30008. Shreiepoil, U. 71130-0007. 1-800-831-2694. 

Commodore Sixty-Fore 

10 POKE 53280, llrPOKE 53281,0 

rPRINT " [CLEAR, WHITE] "; 'DSDC 
20 PRINT CHR5 (14) ;CHR$(8) ;"[D0WN7]"; 

TAB{ (39-22) /2) ;" [SHFT CjOMMODORE 

[SHFT SlIXTY - [SHFT F,SHFT 0, 

SHFT R,SHFT E]"'GTGP 
30 PRINT:PRINT TAB (( 39-2) /2) ;" i SHFT B] 

Y"'FJJF 
40 PRINT:PRINT TAB (( 39-10} /2) ; " 

[SHFT MJIKE [SHFT L]EWIS'"FKMI 
50 PRINT:PRINT TAB (( 39-18) /2) ;" [RVS ] 

<<< [SHFT P]LEASE [SHFT W] 

AIT>»"'FKAL 
120 FOR SP=13312 TO 14592 STEP 64'EOOC 
130 FOR SD=0 TO 15'DFEB 
140 POKE SP+SD,0'CGOB 
150 NEXT SD'BCZB 

FOR SD=16 TO 46'DGME 
READ DA: POKE SP+SD,DA' DKNG 
180 NEXT SD'BCZE 
190 FOR SD=47 TO 62'DGOH 
200 POKE SP-HSD,0'CGOX 
210 NEXT SD'BCZX 
220 NEXT SP'BCLY 

230 POKE 53248+39, 0:POKE 53248+40,0 
:POKE 53248+41, 0:POKE 53248+42, 
13' IPJM 
240 POKE 53248+43, 1:P0KE 53248+44, 
6'ETKG 



160 
170 



270 PRINT "{CLEAR, SHFT E] 

NTER NUMBER OF PLAYERS (1-4) "'BALM 
280 GET P§:IF P?<"1" OR P$>"4" THEN 

280'GKAK 
290 P=VALCP$) 'CFOH 
3 20 SM=1024 :CM=55296 : VI =53248 :PO=2040 

:H=0:DP=213'GNBL 
330 S{1)=4:B(1)=3:S(2)=10:B(2)=2 

;S(3)=14:B(3)=6'GMEL 
340 S{4)=5:B{4)=13:S(5)=8:B(5)=9 

:S(6)=11:B(6)=0'GMEM 
350 S(7)=4:B(7) =3:S{8)=10:B(8}=2 

:S(9)=14:B(9)=6'GMPN 
360 P(1)=3:P(2)=4:P(3)=5:P(4)=4;P(5)=3 

:P{6)=6:P(7)=4:P(8)=7:P(9)=4'JDLU 
363 BV(1)=4:BV(2)=8:BV(3)=16 

:BV(4)=32'EECP 
365 X(1)=30:X(2)=104:X(3)=30:X(4)=30 

:X(5)=56:X(6)=120:X(7)=112 

*X{8) =32' II XA 

367 X(9)=32:Y(1)=135:Y(2)=50:Y(3)=194 
:Y(4)=202:y (5)=50:Y(6)=50 
:Y(7)=54' IIAC 

368 Y(8)=2i8:Y(9)=146:HX{l)=154 
:HY(1)=170:HX(2)=144:HY(2)=I70 
:HX(3)=48'HJED 

369 HY(3)=114:HX{4)=208:HY(4)=ie0 
:HX(5)=180:HY(5)=125:HX(6) =7 2 
:HY(6)=2i0'HLJF 

370 HX(7)=75:HY(7)=170:HX(8)=200 
:HY(a)=66:HX(9)=120:HY(9)=202'GBLT 

371 RS$="[RIGHT31]"'BDDJ 

372 DD$=" [HOME] "+RSS+" [D0WN16, SHFT P] 
RESS [SHFT F]l[D0WN,LEFT8r"DGBS 
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373 
374 
375 



420 
422 

425 

430 



435 

440 

450 

460 

470 

480 

490 

500 

510 

520 

570 

572 
575 

580 

590 

600 

610 
620 
630 
670 
680 

685 

690 
700 
710 
720 

730 

740 

750 



53281, 

[SHFT H]OLE 
P]AR 
';RS$r"iSHFT S] 



DD$=DD$+"WHEN[D0WN,LEFT4] DESIRED 
[D0WN,LEFT7]"'CGUT 
DD$=DD$+"DIREC- [DOWN, LEFT6] 
TION IS [DOWN, LEFT?} RECEIVED" 'CGRY 
PU$=" [HOME] "+RS$ + " [DOWN22,SHFT P] 
LAYER[D0WN,LEFT6] IS UP[UP, RIGHT] 
'"DGBW 

PRINT " [CLEAR, WHITE] "; :H=H+1'DFUD 
ON H GOSUB 7120,7220,7320,7420, 
7520,76 20, 7720, 7820, 7920 'CUEM 
F(1)=0;F(2)=0:F{3)=0:F(4)=0'EXQM 
FOR LO=0 TO 24:P0KE SM+ ( 40*LO) +29 , 
93:POKS CM+(40*LO) +29,1 
:NEXT LO'MKFQ 
POKE 53280, B(H) :POKE 
S(H) 'CVOL 

PRINT " [HOME] ";RS$;" . 
[SPACE2] "?H'BHOG 
PRINT " [DOWN] ";RS$;" {SHFT 
[SPACE3] ";P{H) 'BKKH 
PRINT " [DOWN, right; 
CORE: " 'BFPI 

PRINT " [DOWN, RIGHT] ";RS$;"#1 "; 
SC(1) 'BLGI 

PRINT "{RIGHT] ";RS$;"#2 "; 
SC(2) 'BLQJ 

PRINT " [RIGHT! ",-RS§;"#3 *'; 
SC(3) 'BLSK 

PRINT " [RIGHT] ";RS5;"#4 "; 
SC(4) 'BLUC 

PRINT " [DOWN, RIGHT] ";RS$;" [SHFT R] 
OUND:"'BFCE 

PRINT " {D0WN,RIGHT2] ";RS$;0 
:R=0'CJRE 

R=R+1:PRINT " [ HOME] " ; RS$; " [D0WN15, 
RIGHT2] ";R:POKE PO+1 , 208 ' FTTP 
POKE VI+21,PEEK(VI+21) OR 2'FMQO 
POKE VI+2,HX{H) :POKE VI+3, 
HY{H) 'ETQS 

FOR PL=1 TO P:IF F{PL}=1 THEN 
1080'GPMO 

IF R=l THEN POKE PO+l+PL, 208+PL 
:POKE VI+{4+(PL-l) *2) ,X{H) 'MFOW 
IF R=l THEN POKE VI+ (5+ ( PL-1) *2) , 
y(H):POKE VI+21,PEEK(VI+21)OR(BV 
(PL) ) 'NNQR 

IF R=l THEN X=X{H) :Y=Y(H) "FNCH 
IF R=l THEN PX(PL)=X:PY(PL)=Y'FRyj 
X=PX(PL) :Y=PY(PL) 'CPVI 
PRINT DD$;PU$;PL'BKGK 
POKE VI+21,PEEK(VI+21) OR 1 
:POKE VI,X:POKE VI+1,Y'IXKS 
DR=0'BDTO 

FOR DL=213 TO 228: POKE PO,DL'EOVO 
FOR DE=1 TO 6:D$="";GET D$'FKSG 



IF D$="(F1]" THEN DR^ 

IF DR=1 THEN DX=2:DY: 

:GOTO 900'GONK 

IF DR=2 THEN DX=1.5:DY=.5 

:GOTO 900'GRNL 

IF DR=3 THEN DX=1:DY=1 

:GOTO 900'GOPM 

IF DR==4 THEN DX=.5:DY=1.5 

:GOTO 900'GRPN 



DL-212'FJIH 




760 IF DR=5 THEN DX=0:DY=2 

:GOTO 900'GORO 
770 IF DR=6 THEN DX=-. 5 : DY=1. 5 

;GOTO 900'HRHQ 
780 IF DR=? THEN DX=-l:DY=i 

:GOTO 900'HOPQ 
790 IF DR=8 THEN DX=-1 . 5 :DY=. 5 

:GOTO 900'HRJS 
800 IF DR=9 THEN DX=-2:DY=0 

:GOTO 900'HORJ 
810 IF DR=10 THEN DX=-1 . 5 : DY=- . 5 

:GOTO 900'ISPM 
820 IF DR=11 THEN DX=-1:DY=-1 

:GOTO 900' IPXM 
830 IF DR=12 THEN DX=- . 5 :DY=-1. 5 

:GOTO 900'ISRO 
840 IF DR=13 THEN DX=0:DY=-2 

:GOTO 900'HPEO 
850 IF DR=14 THEN DX=. 5 : DY=-1 . 5 

:GOTO 900'HSEP 
860 IF DR=15 THEN DX=1:DY=-1 

:GOTO 900'HPGQ 
870 IF DR=16 THEN DX=1 . 5 : DY=-. 5 

:GOTO 900'HSGR 
880 NEXT DE,DL'BFXL 
8 90 GOTO 690'BDOM 
900 PRINT LEFT${DD$,48) ;" [SPACE8,D0WN, 

LEFT8,SPACE8,DOWN]"; 'CKAN 
905 PRINT" [LEFTS, SPACE8, DOWN, LEFT8] "; 

'BBVT 
910 PRINT " [SPACE8, DOWN, LEFT8, SPACES, 

DOWN] "; 'BBEL 
915 PRINT " [LEFT8, SPACES, DOWN, LEFTS] "; 

'BBVU 
920 PRINT LEFTS (DD$, 48); "[SHFT E] NTBR 

[D0WN,LEFT5] SPEED [DOWN, LEFTS] 

(0-9) "'CJCS 
930 GET S$;IF S$<"0" OR S$>"9" THEN 

930'GKPM 
940 PRINT LEFTS (DD$, 48} ;" [SPACES, DOWN, 

LEFTS, SPACES, DOWN] "; 'CKAR 
945 PRINT" [LEFTS, SPACES, DOWN, LEFTS] " ; 

'BBVX 
950 PRINT "[SPACE8, DOWN, LEFTS, SPACES, 

DOWN , LEFTS , S PACES , DOWN , LEFT 8 ] " ; 

'BBOB 
960 S=VAL(S$) :S=20+S*25'FMQP 
; 1020 FOR SL=S TO 2 STEP -2'FFDY 
' 1030 X=X+DX:POKE VI+ ( 4+ (PL-1) *2) , 
X'HSCF 
1040 GOSUB 1520:IF TC032 THEN 

1030'FNDC 
1050 Y=Y+DY:POKE VI+ (5+ ( PL-1) *2) , 

Y'HSHH 
1055 GOSOB 1720: IF TC032 THEN 

1050'FNHI 
1060 IF PEEK(VI+30) AND BV(PL)=BV(PL) 

THEN GOSUB 6020' HWBI 
1070 NEXT SL'BCHB 
1075 PX(PL)=X:PY(PL)=Y'CPVK 
1080 IF F(1)+F(2)+F(3)+F(4)=P AND H<9 

THEN 420'IWIK 
1090 NEXT PL'BCED 
1095 IF H = 9 AND F ( 1 ) +F ( 2) +F { 3) +F (4) 

OP THEN 570'JWKR 
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1100 
1220 
1230 

1240 
1250 

1260 

1270 

1280 

1290 

1300 

1310 
1320 
1520 

1530 
1540 
1550 
1720 

1730 
1740 
1750 
6020 

6025 

6030 
6040 
6050 

7120 



7125 



7130 



PRINT 
[SHFT 
PRINT 
PRINT 
LAYER 
PRINT 



#2 
#3 



#4 



7133 

7135 
7140 

7150 



IF H<9 THEN 570'DPCW 
PRINT " [CLEAR, D0WN4] '"BAMX 
TAB(14) ;"[SHFT F] INAL 
S]CORE'"CEVE 

TAB (14) ;" "'CEEC 

PRINT TAB (14) ;" [SHFT P] 
#1[SPACE2] ";SC{1) 'DLBH 
TAB(14) ;" [SHFT PJLAXER 
[SPACE2] ";SC(2) 'CKXH 
PRINT TAB (14) ;" [SHFT P] LAYER 
[SPACE2] ";SC(3) 'CKAI 
PRINT TAB(14) ;" [SHFT P] LAYER 
[SPACE2] ";SC(4) 'CKCJ 
PRINT: PRINT: PRINT TAB (14) ; " [RVS, 
SHFT P]LAY AGAIN?" VEGJL 
GET A$:IF A$="N" THEN PRINT " 
[CLEAR]": END 'GGPB 
IF A$="Y" THEN RUN'ECTA 
GOTO 1300'BEBY 

TX=INT((X-13)/8) :TY=INT({Y-41)/8) 
:TC=PEEK(SM+TX+(40*TY) ) ' NLFR 
IF TC=32 THEN RETURN ' EEJE 
DX=-DX:X=X+3*DX'FKKI 
RETURN "BAQD 

TX=INT ( (X-13)/8) :TY=INT ( (Y-41)/8) 
:TC=PEEK(SH+TX+ (40*TY} ) ' NLFT 
IF TC=32 THEN RETURN 'EEJG 
DY=-DY:Y=Y+3*DY'FKPK 
RETURN 'BAQF 

IF (PEEK (VI+30) AND 2)=0 THEN 
RETURN 'HKVG 

POKE VI+21,PEEK{VI+21) AND 
(255-BV(PL) ) 'GWYN 
SC(PL)=SC(PL)+{R-P(H) ) "DTCH 
F(PL)=1:SL=2'CKKF 
RETURN 'BAQD 

PRINT "[HOME, D0WN9, SHFT *12, 
CMDR X,UP, LEFT, SHFT -, UP, LEFT, 
SHFT -, UP, LEFT, SHFT -, UP, LEFT, 
SHFT -, UP, LEFT, SHFT -, UP, LEFT, 
CMDR A, SHFT *6,CHDR S1";'BBPF 
PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -] "; 'BBXP 

PRINT "{DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT ~,DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
HOME, D0WN13, SHFT *12,CMDR S]"; 
'BBFB 

PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
CMDR Z]"; 'BBAO 

PRINT "[SHFT *6,CMDR X, UP, LEFT, 
SHFT -]"'BAJP 

PRINT "[H0ME,D0WNli,RIGHT14, 
SHFT -,SPACE2,SHFT -,UP2,LEFT3, 
SHFT *2,D0WN4,LEFT2,SHFT *2] 
" ' BAWQ 

PRINT " [HOME, D0WN9, CMDR A, DOWN, 
LEFT, SHFT -, DOWN , LEFT , SHFT -, 



DOWN, LEFT, SHFT -, DOWN, LEFT, 
CMDR 2 ] " ' BAYM 

7160 RETURN'BAQG 

7220 PRINT" [HOME, DOWN4,RIGHT2, CMDR A, 
SHFT *5,CMDR X, UP, LEFT, SHFT -,UP, 
LEFT, SHFT -, UP, LEFT , SHFT -,UP, 
LEFT, SHFT -,D0WN7 , LEFT, CMDR A, 
SHFT *5,CMDR X, UP , LEFT , SHFT -^UP, 
LEFT, SHFT -, UP, LEFT, SHFT -,UP, 
LEFT, SHFT -, UP, LEFT , SHFT -,UP, 
LEFT, SHFT -, UP, LEFT , SHFT -]"'BA0N 

7230 PRINT" [HOME, DOWN19,RIGHT4, CMDR Z, 
SHFT *12,CMDR X, UP , LEFT, SHFT -, 
UP, LEFT, SHFT -, UP , LEFT, SHFT -,UP, 
LEFT, CMDR S,LEFT2,SHFT *,LEFT2, 
SHFT *,LEFT2,SHFT *,LEFT2,CMDR Z] 
" ' BAVH 

7240 PRINT " [HOME,DOWN18,RIGHT4, 

SHFT -, UP, LEFT, SHFT -, UP, LEFT, 
SHFT -, UP, LEFT, CMDR A, SHFT *3, 
CMDR X] "; 'BBER 

7245 PRINT " [UP, LEFT, SHFT -, UP, LEFT, 

SHFT -, UP, LEFT, CMDR S , HOME, DOWNS , 
RIGHT2,SHFT -, DOWN , LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -] "; 'BBUW 

7250 PRINT "[DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT , SHFT -, 
DOWN, LEFT, CMDR 2, SHFT *5]"'BAWQ 

7260 PRINT " [HOME, DOWNS, RIGHTS, SHFT -, 
DOWN, LEFT, CMDR Z,SHFT *4,CMDR S, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT - , DOWN , 
LEFT, SHFT -, DOWN , LEFT , SHFT -] 
" ' BACW 

7270 PRINT " [HOME, RIGHTS, CMDR A, 
SHFT *5,CMDR S1"'BAJ0 

7280 RETURN'BAQJ 

7320 PRINT " [HOME, DOWNS, CMDR A, 

SHFT *7,CMDR S , DOWN , LEFT, SHFT -, 
DOWN, LEFT, CMDR Z,SHFT *17,CMDR S, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, SHFT -]";'BBFM 

7330 PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT ~]"'BAON 

7340 PRINT " [HOME, D0WN9, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT, CMDR Z, 
SHFT *7,CMDR X, UP, LEFT , SHFT -,UP, 
LEFT, CMDR A, SHFT * 13, CMDR S]"; 

I RRMQ 

7345 PRINT " [DOWN, LEFT , SHFT -,DOWN, 
LEFT, SHFT -]"'BADO 

7350 PRINT " [HOME, D0WN17, CMDR A, 
SHFT * 21, CMDR X]"'BARB 

7360 PRINT " [HOME, D0WN18, SHFT -,D0WN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
CMDR Z,SHFT *25,CMDR X]"'BALL 
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7370 
7420 

7425 



7430 



7440 



7445 



7450 



7460 



7470 

7520 



ETURN'BAQJ 

RINT "[HOME,CHDR A,SHPT *25, 

»1DR SI"; 'BBGB 

RINT "[DOWN, LEFT, SHFT -,DOWN, 

EFT,SHFT -, DOWN, LEFT, SHFT -, 



7435 



RETURN' 

PRINT ' .. _ . 

CMDR SI "; 'BBGB 

PRINT " [DOWN, LEFT, SHFT -,DOWn, 
LEFT,SHFT -, DOWN , LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOHN, 
LEFT, SHFT -] "; 'BBLE 
PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT -, HOME , RIGHT] " ; 
'BBXU 



LEFT, SHFT -, DOWN, LEFT, 

DOWN, LEFT, SHFT ~, DOWN, ^^»; ^ , 

SHFT -, DOWN, LEFT, SHFT -,DOWN, 

LEFT, SHFT -]"; 'BBLF 

PRINT " (DOWN, LEFT, SHFT -,DOWN, 

LEFT, SHFT -, DOWN , LEFT, SHFT -, 

DOWN, LEFT, SHFT -, DOWN, LEFT, 

SHFT -,DOWN, LEFT, SHFT -,DOWN, 

LEFT, SHFT -, DOWN , LEFT, SHFT -, 

DOWN, LEFT, CMDR Z,SHFT *2,CMDR X] 

" ; ' BBQX 

PRINT " [UP, LEFT, SHFT -, UP, LEFT, 

SHFT -, UP, LEFT, SHFT -, UP, LEFT, 

SHFT -, UP, LEFT, SHFT -, UP, LEFT, 

SHFT -, UP, LEFT, SHFT -, UP, LEFT", 

SHFT -, UP, LEFT, SHFT -, UP, LEFT, 

SHFT -, UP, LEFT, SHFT -, UP, LEFT]"; 

'BBHL 

PRINT "[CMDR A, SHFT *3,CMDR S, 

DOWN, LEFT, SHFT -, DOWN, LEFT, 

SHFT -, DOWN, LEFT, SHFT -,DOWN, 

LEFT, SHFT -, DOWN , LEFT , SHFT -, 

DOWN, LEFT, SHFT -, DOWN, LEFT, 

SHFT -, DOWN, LEFT, SHFT -,DOWN, 

LEFT, SHFT -, DOWN , LEFT, SHFT -, 

DOWN, LEFT, SHFT -, DOWN, LEFT, 

CMDR Z,SHFT *18,CMDR X,HOME] 

"•BALU 

PRINT "(RIGHT19,DOWN2,SHFT -, 

DOWN, LEFT, SHFT - , D0WN3 , LEFT4 , 

SHFT -, DOWN, LEFT, SHFT -, RIGHTS, 

SHFT -, UP, LEFT, SHFT -,D0WN4, 

LEFT4,SHFT -, DOWN, LEFT, SHFT -] 

" ' BAHD 

RETURN 'BAQK 

PRINT" [HOME, RIGHT3, CMDR A, 

SHFT *3,CMDR S , DOWN , LEFT, SHFT -, 

DOWN, LEFT, SHFT -, DOWN, LEFT, 

SHFT -, DOWN, LEFT, SHFT -,DQWN, 

r.RT^T CHPTi — nntitM r pom f-mjrvn r, 



one 1 "J,(^nUK ii ,UUWN , LjJii; T, i)Mt T 

DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DQWN, 
LEFT, SHFT -, DOWN, LEFT, CMDR Z, 
SHFT * 14, CMDR S]";'BBJG 
PRINT" [DOWN, LEFT, SHFT -,DOWN, 



7525 PRINT 



LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -,DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -] "'BAPW 
7530 PRINT" [HOME, DOWN14,RIGHT3, CMDR Z, 

SHFT * 18, CMDR X]";'BBQY 
7535 PRINT" [HOME, RIGHT3, DOWN, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -]";'BBWX 
7540 PRINT" [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -]"'BAFR 
7550 PRINT "[HOME, DOWNS, RIGHTS, 

SHFT *2,SPACE6,SHFT *2,DOWN2, 
LEFT14, SPACES, SHFT *2,DOWN2]"? 
'BBHB 
7560 PRINT "[LEFT6,SHFT *2, SPACES, 

SHFT *2]"'BARS 
7570 RETURN 'BAQL 
7620 PRINT" [HOME, RIGHTll, CMDR A, 

SHFT * 3, CMDR S , DOWN , LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT]"; 'BBVT 
7625 PRINT"[CMDR Z,SHFT *8,CMDR S, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -,DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -]"; 'BBUG 
7630 PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, HOME, DOWN, RIGHTll, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -]'"BAPX 
7640 PRINT "[HOME, DOWNS, RIGHT2, CMDR A, 

SHFT *8,CMDR X]";'BBLR 
7645 PRINT " [HOME, DOWN6,RIGHT2, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -,DOWN, LEFT, SHFT - , DOWN , 
LEFT, SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -]";'BBPI 
7650 PRINT " [DOWN, LEFT, CMDR 2, SHFT *8, 
CMDR S, DOWN, LEFT, CMDR X,LEFT2, 
SHFT *,LEFT2,SHFT *,LEFT2,SHFT *, 
LEFT2,SHFT *,LEFT2,CMDR A, DOWN, 
LEFT, SHFT -, DOWN , LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
CMDR Z,SHFT *13,CMDR X, UP, LEFT, 
SHFT -j "; 'BBKX 
7660 PRINT " [UP, LEFT, SHFT -, UP, LEFT, 
SHFT ~, UP, LEFT, CMDR S,LEFT2, 
SHFT *,LEFT2,SHFT *,LEFT2,SHFT *, 
LEFT2,SHFT *,LEFT2,CMDR Z,UP, 
LEFT, CMDR A, SHFT *S,CMDR X]"'BAZL 
7670 PRINT " [HOME, DOWNS, RIGHT6, CMDR A, 
SHFT *13,CMDR S , DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
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SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT,SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, CMDR X]"'BABK 
PRINT " [HOME, D0WN9, RIGHTS, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, CMDR Z,SHFT *I3]"'BAMJ 
RETURN 'BAQO 

PRINT " (HOME, RIGHT10, CMDR A, 
SHFT *3,CMDR S , DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, CMDR Z,SHFT * 3, CMDR S,DOWN, 
LEFT, SHFT -, DOWN, LEFT, CMDR W, 
LEFT2,SHFT *,LEFT2,SHFT *,LEFT2, 
CMDR A, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -] '* ; *BBGL 
PRINT " [RIGHT2,UP,SHFT -,DOWN, 



7680 



7690 
7720 



7730 



7740 



LKt i , iiMtT -,uuww,L.E.c T,ani: 1- -, 
RIGHT2,UP,SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, CMDR X]"'BAMJ 
PRINT " [HOME, DOWN, RIGHT10,.'="'^' 
DOWN, LEFT, SHFT -, DOWN, LEFT 
oucm _ nMuiM r pct cnc"r> _ nni 



7750 



D0WN2, 



7760 
7820 



7825 



,...^.,.^„,SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, CMDR X,LEFT2,SHFT *,LEFT2, 
SHFT *,LEFT2,SHFT *,LEFT2,CMDR A, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, CMDR Q,SHFT *2,CMDR X,UP, 
LEFT, SHFT -, UP, LEFT , SHFT -1"; 
'BBCO 

PRINT" [DOWN3,LEFT4, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, CMDR Q,SHFT *2,CMDR X, 
UP, LEFT, SHFT -, UP , LEFT , SHFT -, 
DOWN3,LEFT4,SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, CMDR Z,SHFT *2,CMDR E,UP, 
LEFT, SHFT -, UP , LEFT , SHFT -,DOW 
SHFT *8]"'BAIV 
RETURN 'BAQM 

PRINT "[HOME, CMDR A, SHFT *9, 
CMDR R,SHFT *9,CMDR R,SHFT *4, 
CMDR S, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT , SHFT -, 
DOWN, LEFT, SHFT -]";'BBFS 
PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DDWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, HOME, DOWN, 



*4, 



SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -]";'BBQS 

7830 PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT ~, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -,DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -)"; 
'BBON 

7840 PRINT "[DOWN, LEFT, CMDR Z,SHFT *4 
CMDR E,SHFT *9,CMDR E,SHFT *9, 
CMDR X, HOME, DOWNS, RIGHTS, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT ~,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -]";'BBOS 

7850 PRINT " [DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, RIGHT4 , UP4 , SHFT -,UP, 
LEFT, SHFT -,. UP , LEFT , SHFT -,UP, 
LEFT, SHFT -, UP, LEFT, SHFT -]"; 
'BBPS 

',SHFT ~, UP, LEFT, 
SHFT -, UP, LEFT, 

ciuTiim Tin r trt?m 
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7920 PRINT " [HOME, DOWN, RIGHT, CMDR A, 
SHFT *7,CMDR S , DOWN , LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, CMDR Z,SHFT *, 
CMDR X, UP, LEFT, SHFT -, UP, LEFT, 
CMDR A, SHFT *3,CMDR S, DOWN, LEFT, 
SHFT -, DOWN, LEFT, CMDR Z,SHFT *, 
CMDR S, DOWN, LEFT, SHFT -,DOWN, 
LEFT, CMDR Z,SHFT *2,CMDR S,DOWN, 
LEFT, SHFT -, DOWN , LEFT , SHFT -]"; 
'BBYT 
7930 PRINT" (DOWN, LEFT, SHFT -,DOWN| 
LEFT, SHFT -, DOWN, LEFT, SHFT ' 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -,DOWN, LEFT, SHFT -,DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, CMDR X , HOME , D0WN2 , 
RIGHT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT ~, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -,DOWN, 
LEFT] "; 'BBYQ 
7940 PRINT "[CMDR Z,SHFT *4,CMDR S, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
CMDR X,LEFT2,SHFT *,LEFT2,SHFT *, 
LEFT2,CMDR A, DOWN, LEFT, SHFT -, 
DOWN, LEFT, CMDR X,LEFT2,SHFT *, 
LEFT2,SHFT *,LEFT2,CMDR A, DOWN, 
LEFT, SHFT -, DOWN , LEFT, SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
CMDR Z,SHFT *5,CMDR X]";'BBAU 
7950 PRINT " [UP, LEFT, SHFT -, UP, LEFT, 
CMDR A, SHFT *,CMDR S, DOWN, LEFT, 
SHFT -, DOWN, LEFT, CMDR 2, SHFT *, 
SHFT +,SHFT *5,CMDR X]";'BBKD 
7955 PRINT " |UP, LEFT, SHFT -, UP, LEFT, 
SHFT -, UP, LEFT, SHFT -, UP, LEFT, 
CMDR S,LEFT2,SHFT *,LEFT2,CMDR Z, 
UP, LEFT, SHFT -, UP, LEFT, CMDR S, 
LEFT2,SHFT *,LEFT2,SHFT *,LEFT2, 
SHFT *,LEFT2,CMDR A, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT -]"'BAPU 

7960 PRINT " [HOME,DOWN16,RIGHT10, 
SHFT -, DOWN, LEFT, SHFT - , DOWN , 
LEFT, SHFT -, DOWN, LEFT , SHFT -, 
DOWN, LEFT, SHFT -, DOWN, LEFT, 
SHFT -, DOWN, LEFT, SHFT - , DOWN , 
LEFT, CMDR Z,SHFT *9]"'BAWK 

7970 PRINT " [HOME, DOWN3,RIGHT4, CMDR A, 
SHFT *,CMDR S , DOWN , LEFT, SHFT -, 
DOWN, LEFT, CMDR X,LEFT2,SHFT *, 
LEFT2,CMDR Z , UP , LEFT, SHFT -] 
" ' BAXC 

7980 RETURN'BAQQ 

10000 DATA 0,0,0,0,0,0,0,0,0,24,0,0, 
60,0,0'BGNW 

10005 DATA 126,0,0,126,0,0,60,0,0,24, 
0,0,0,0,0,0'BMJD 

10010 DATA 0,0,0,0,0,0,0,0,0,0,0,0,24, 
0,0,60,0,0,24,0,0,0,0,0,0,0,0,0, 
0,0,0' BODE 

10020 DATA 0,0,0,0,0,0,0,0,0,0,0,0,24, 



10030 


10040 


10050 


10060 


10065 


10070 


10075 


10080 


10090 


10100 


10110 


10120 


10125 


10130 


10135 


10140 


10145 


10150 


10155 


10160 


10170 


10180 


10190 


10195 


10200 


10205 



0,0,60,0,0,24,0,0,0,0,0,0,0,0,0, 

0,0,0'BODF 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,24, 

0,0,60,0,0,24,0,0,0,0,0,0,0,0,0, 

0,0,0' BODA 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,24, 

0,0,60,0,0,24,0,0,0,0,0,0,0,0,0, 

0,0,0' BODB 

DATA 0,0,0,0,0,0,0,0,2,0,0,2,0 

0,2,0,0,2,0,0,2,0,0,0,0,0,0,0,0, 

0,0'BLHB 

DATA 0,0,0,128,0,0,128,0,1,0,0 

1,0,0'BGED 

DATA 2,0,0,2,0,0,0,0,0,0,0,0,0 

0,0,0,0'BISC 

DATA 32,0,0,64,0,0,128,0,1,0,0 

2'BCGD 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0 

0,0,0,0,0,0'BMRE 

DATA 0,0,0,48,0,0,192,0,3,0,0,0 



0,0,0,0,0,0,0 



0,0,0,0,0,0,0 
0,0,0,0,0,0,0 

3,0,0,0,192,0 
0,0,0,0,0,0,0 



0,0,0,0,0,0,0,0 

0,0,0'BOMF 

DATA 6 0,0,0,0,0 

0,0,0,0,0,0,0,0 

0,0'BMBF 

DATA 0,0,0,12,0 

0,0,0,0,0,0,0,0 

0,0,0 'BODE 

DATA 0,0,0,4,0,0,2,0,0,1,0,0,0, 

128,0,0,64,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0'BONF 

DATA 0,0,0,1,0,0,1,0,0,0,128,0, 

0'BCLY 

DATA 128,0,0,64,0,0,64,0,0,0,0, 

0,0,0, 0,0,0,0 'BOXA 

DATA 0,0,0,0,0,0,0,0,0,0,64,0,0, 

64,0,0'BINB 

DATA 64,0,0,64,0,0,64,0,0,0,0,0, 

0,0,0'BHEA 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

64,0,0,64,0, 0'BOID 

DATA 128,0,0,128,0,1,0,0,1,0,0, 

0'BCBA 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0,0,0'BMRE 

DATA 64,0,0,128,0,1,0,0,2,0,0, 

4'BBHB 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0,0,0,0,0,0,192,0,3,0,0, 

12, 0,0,0 'BODE 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,60'BMBE 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0,0,0,0,3,0,0,0,192,0,0, 

48,0,0,0'BOMG 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0,0,0,0,i'BQCC 

DATA 0,0,0,128,0,0,64,0,0, 

32'BXAE 

DATA 0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,2'BENX 

DATA 0,0,2,0,0,1,0,0,1,0,0,0, 

128,0,0,12B'BKPE 

fND 
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Wiz-Bang 128 

for the Commodore 128 



Wiz-Bang 128 is a pop-down menu word 
piTKessor for the Commodore 128. It was 
designed as a quick alternative to loading 
a large word processor into memory to 
write a short letter It was written entirely 
in BASIC and olTers full-screen editing. 
Many of the powerful features of BASIC 
7.0 were used to make it quick and easily 
compUed. 

I have found that there are many people 
who needed a word processor to write to 
drive 11 or 12, and tiiis program will do 
that. While it is not a fijl-featured word 
processor, Wiz-Bang has about 30 fea- 
tures. It has full-screen editing and is ca- 
pable of centering lines of text. 

lb chose a pop-down menu, move the 
highlighted menu using the right cursor 
key. After highlighting the appropriate 
menu press RETURN. A new window will 
open with new options. If you wish to exit 
a particular window press RETURN 
again to retiun to the main menu. 

Tb create a document press RETURN 
immediately upon loading the program. 
The cursor will move down to ttie editing 
position to allow you to enter text. All 
editing keys will work as they normally 
do in this mode. When you are finished 
writing your text, press the lefl arrow key 
at the top left side of your keyboard. You 
will then exit the editing mode. 

Files 

Choose the Files window to store your 
document on disk. This function allows 
you to read and write your text files to the 
disk. It will also let you name or change 
the name of your document. Simply chose 
the highlighted first letter in the new 
menu for each function you wish to use. 
(e.g., to load a document pre^ L). 

Disk Functions 

Certain disk fiinctions are selected un- 
der the Disk heading. Here you have the 
options of RENAMING, SCRATCHING 
or DIRECTORY. Select each function by 
pressing the first letter of your choice. 
fHiese functions will only work on device 
number eight) 

Printing 

The printer function is selected in the 
same manner as the previous functions. 




You have the option of printing to the 
screen or the printer. The device for the 
printer may be either 4 or 5. Another as- 
pect to keep in mind is the way the printer 
routine works. The printer automatically 
reformats your text if you change your 
right margin after typing in your text. 
You can change your margins after typing 
in your text if you want. However, the 
margins will only change when it prints 
your document. Select your margins be- 
fore you go to the editing mode to tjpe 
your document. Because of this feature 
the printing routine is a little slow. 

lb speed things up the word processor 
can easily be compiled. This program will 
allow a form of underlining by using a 
graphics character This will work on all 
Sie printers that support Commodore 
graphics characters. 

Margins 

Under the margins options, you may 
change left, right, top or bottom margins, 
lb change the margins reply by pressing 
the "Y" key, and the program will allow 
you to chsmge the numbers. 

Status 

If you select the status feature, the pro- 
gram will display some basic statistics 
about your document. It will tell you the 
number of words in your document, the 
name of the document and the lines of 
text you currently have in meraoiy. Since 
the object of writing this program was to 
see how many features I could pack into 



the smallest amount of space, the number 
of words feature will only work for docu- 
ments that you are currently writing. It 
will not show the number of words for doc- 
uments loaded from a previous session. I 
hope this will be only a minor inconve- 
nience. 

Help 

The help option is a simple screen to 
help you remember the few commands it 
takes to use this program. 

Options 

Now we are getting back to the serious 
side of things. The options selection allows 
you to change drive number, type of file, 
spacing and printer number If you'd like 
to change any of the aforementioned, 
press the "Y" key, and Wiz-Bang will al- 
low you to change any of the information. 
If you press RETURN, the information 
will remain unchanged. This also holds 
true for the Margins window. 

Editing Options 

Under the editing mode you can edit 
your document, clear the text or use the 
special feature for doing form letters. Tb 
do form letters, press the letter "F," and 
the form letters screen will pop up in front 
of you. lb use this option you must have 
ahready prepared a form document and 
have it in text memory, otherwise you will 
receive a DOCUMENT NOT PRESENT 
warning. 

lb prepare your document, look at the 
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Form Letter window. As you can see, there 
are seven lines of information that you 
can fill in. Each line corresponds to a 
number — one through seven, lb fill in 
your form letter, place an asterisk fol- 
lowed by a number within your text. For 
example, (*01) would p5ace the name in 
that location on your document. Using 
this technique you could place any of the 
information typed in on the Forms Letter 
screen any place in the document as often 



as you want. 

The prepared document is stored in 
memory, so you can send out one or sever- 
al form letters without having to reload 
your document each time. Look at the ex- 
ample below: 

*01 [Name] 

*02 [Address line 1] 

*03 [Address Line 2] 

*04,*05*06 [City, State Zip] 

*07 [Other] 



I hope you get the idea. This will be a very 
useftil program to use for occasional form 
letters. 

By the way, centering can be done by 
placing an up arrow in front of the line 
you wish to center. 

That's all you need to know to use Wiz- 
Bang. If you hke Wiz-Bang 128, stay in 
touch (in care of Commodore Magazine). 
There will probably be some enhance- 
ments to the program in the future. Q 



BtfoK ij'plnit Ihls prognnr. roil "Jliin- lu Enicr Prognms" ind "How lo Vk the MiKUlnc 
Eniry' Ptot^im ' The iUSIC pcogrim) in Ihii migiziiie icc iviiUhIc on disk Itom Loidttv, 
P.O. Boi iWHIH.Slirtveport. U 7IH0 U0O7, 1 S00 8J!-2M4. 

Wiz-Bang 

10 GOTO 2760 'BEMX 

20 LA=RM:LB=LM:SL=1:PC=1:T1$="" :N=1 

:LL=LA:OPEN 4 , PR,7 :T$=''" :T2S="'' 

:P$="":LC=1'MACS 
30 IF PR=3 THEN PRINT SPC(18) 

■■ <<tCYAN,SHFT P, 

SHFT A,SHFT G,SHFT E, WHITE] >>"; PC ; 

" " 'FKFO 

40 FOR X=l TO TM:PRINTS4:NEXT X:LC=TM 

:CLOSE 4,4'HROI 
50 IF A$(N)=""THEN 200'DIVE 
60 T2$=A$ (U) 'BIUE 

70 IF A$(N)=""AND T2$=""THEN 200'FLHI 
80 FOR A=l TO LL-LEN(P$) 

:IP T2$=""THEN 220'IPLM 
90 X$=LEFT$ (T2$,l) :T2$=RIGHT$ (T2S, 
LEN (T2$)-l) :IF X$ = "[UP ARROW] 
"THEN 130'JGAR 
100 IF X$=CK$OR X$=CHR$(95)THEN FL=1 

:G0TO 200'ISNE 
110 P$=P$+X$:IF LEN(T2$)=0 THEN N=N+1 

:GOTO 50'JTDG 
120 NEXT A:GOTO ISO'CFFY 
130 FOR A=l TO LA:X$=LEFT$ (T2$,l) 
T2$=RIGHT${T25,LEK{T2$)-1) 
IF LEN{T2$)=0 THEN N=N+1 
T2$=A$ (N) 'QYBT 
140 IF A${N)=""AND LEN(T2$)=0 THEN 

P$ = P$4-X$:G0T0 200'JVAJ 
150 IF X$=CHR$ (95)OR X$=CK$THEN 

170 'GOGH 
160 P$=P$+XS:NEXT A'DINE 
170 IN= (80-LEN (P$) )/2:G0T0 250'FPJI 
180 FOR A=l TO LEN(P$):IF RIGHTS (P$, 

1)=CHRS (32)QR RIGHT$(P$, 

1)=CHR$ (16Q)THEN 200'NGDR 
190 T15=RIGHT$ (P$,1}+T1$ 

:P5=LEFT$ (P$,LEN(P$)-1) 

:NEXT A'ICTP 
200 IF LEFTS (PS, l)=CHR$(95)OR 

LEFTS (PS,1)=CK$THEN P$=RIGHT$ (P$, 

LEN (PS)-l) 'MGYK 
210 IN= (80-LL)/2'DJKB 
220 IF FL=1 THEN OPEN 4,PR,7'EJUC 
230 IF FL=1 THEN PRINT#4, 

CHRS {17)SPC(IN)P$:IF PR=3 THEN 



240 



250 



260 
270 



280 

290 
300 

310 
320 
330 



340 

350 
360 

370 



380 



390 



400 
410 
420 
430 

440 
450 

460 
470 



480 
490 



PRINT"[UP2] "'KSSK 

IF PL=1 THEN CLOSE 4:LC=LC+1 

:SL=SL-H:P$="":PL=0:P$=T1$:T1S="" 

:GOTO 270'NHIR 

OPEN 4,PR,7:PRINT#4, 

CHR$ (17)SPC(IN}P$:IF PR=3 THEN 

PRINT" [UP2] " 'IWNM 

CLOSE 4,4:LC=LC+1 'DJZG 

P$="":N=N+1: IF RIGHTS (T2$, 

1)<>" "AND LEFTS {AS (N) , 

!)<>" "THEN T2$=T2S+ OEXT 

IF LEN (T1S)+LEN (T2$)>140 THEN 

PSS=T1S+T2$:N=N-1:G0T0 300'LFER 

PS$=T1$+T2$+AS (N) 'DOKK 

Tl$="" :T2S="" :IF SD$="D"THEN OPEN 

4 , PR: PRINT! 4 : CLOSE 4 : LC=LC+1 ' KASJ 

IF LC=66-BM THEN 360'EJCC 

IF X$=CHR$(95)THEN LL=LA'FKNE 

IF A$(N)=""AND N>LN THEN OPEN 4, PR 

:FOR X=LC TO 65 : PRINT#4 , : NEXT X 

:CLOSE 4:PRINT NSS : RETURN ' OFGP 

IF LEFTS {PS$,1)=" "THEN 

PS$=RIGHT$(PS$,LEN(PS$)-1) ' IWAL 

T2$=PS$:G0T0 70'CJBF 

OPEN 4,PR:F0R M=l TO BM:PRINT#4 

:NEXT M'GNFJ 

IF PR=3 THEN PRINT 

SPC (18) " << [CYAN, 

SHFT P,SHFT A, SHFT G,SHFT E, WHITE] 

>>",-PCr " " 'FKFT 

PC=PC+1:IF PR=3 THEN PRINT 

SPC (18) " << [CYAN, 

SHFT P,SHFT A, SHFT G,SHFT E, WHITE] 

>>",-PC; " " 'HQLX 

FOR M=l TO TM:IF M=3 THEN PRINT#4, 

CHRS (17)SPC(70) "PAGE"PC 

iGOTQ 410'KWCS 

PRINT#4'BBDX 

NEXT M:LC=TM:CLOSE 4:G0T0 340'EMHE 

REM EDITING ROUTINE'BWHG 

WINDOW 0,0,79,4:ZN=80:DP=3 
: PRINT CH$;:GOSUB 980'FCPK 
PRINT" [GRAYl] "; ; GOTO 104 'CGSE 

WINDOW 0,5,79,23,1 :PRINT CHS+NSS; 
:PRINT" [CYAN] "; ;GOSUB 610'FBGM 
GET CS:IF C$="" THEN 460'EINI 
IF CS="[BACK ARROW]" THEN X=0 
:SYS 52684, 16, 10:PRINT" [GRAYl] " 
: GOTO 1040'HWQO 
FOR X=l TO LEN(CS$) 'EHUK 
IF C$=MIDS(CSS,X,1) THEN XX=X:X-0 
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:GOTO 520'HVLQ 




LEN(A$ (H})-LEN(XTS) ) 'IQUY 


500 


NEXT X'BBRY 


890 


IF VD=BS THEN PRINT CDS;:LN=LN+1 


510 


XX=0 ' BDU8 




:H=H+1 :A$ (H ) =XTS : XT$="" 


520 


ON XX GOTO 620,660,690,720,760, 




:PRINT A$[H);:GOTO 460'MRTD 




810,910'CEOI 


900 


LN=LN+1 :H=H+1:VD=VD+1; A$(H)=XTS 


530 


IF POS (X)+1>LEN(A$ (H})THEN GOTO 




:XT$="" : PRINT AS(H);:GOTO 4 60'KOQS 




550'HOJJ 


910 


RS$=RIGHT$ (A${H) ,1) 'CMOH 


640 


IF POS (X)=<LEN(A$ (H) ) THEN GOTO 


920 


IF C$=CR$AND RS$=CK$THEN PRINT 




84 0'HNWK 




CR$ ; : H=H+1 : VD=VD4-1 : LP = 1 


550 


IF C$=S2$THEN C$=S1$'EKFI 




:GOTO 960'MIRU 


560 


A$ (H)=A$ {H)+CS: PRINT C$; :LP=LP+1 


930 


IF CS=CR$AND RSSOCKSAND VD=BS 




:IF LEN(A$ 01) ) >RM AND CS=S1$THEN 




AND H<LN-1 THEN PRINT CR$;:H=H+1 




870'LPQV 




:VD=VD+1 : LP=1 :GOTO 960'SQJD 


57 


IF C$=QT$THEN POKE 244,0*EKKK 


940 


IF H<LN THEN PRINT CK$ CRS; 


580 


IF C$=S1STHEN WP=POS(X) 




:A$(H)=AS{H)+CK$:H=H+1 :VD=VD+1 




:W0=W0+1 'HQRP 




:LP=1:G0T0 460*MRCY 


590 


GOTO 460'BDJJ 


950 


IF C$=CR$THEN PRINT CKSCRS; 


600 
610 


D CM— L—i->.—.->..>^.«— .->■_„-. DD T MiT^Ci^ D IT l?Kl ' DVUfI? 




:A$ {H)=AS (H)+CK$:LP=1;H=H+1 
;VD=VD+1 :LN=LN+1 'NVPC 


H=1:F0R H=l TO 19: PRINT A$ (H) 






;NEXT HiPRINT COS ;: PRINT" [HOME] " ; 


960 


IF VD=BS + 1 THEN PRINT CD$,- 




:H=1: RETURN 'KBGN 




:VD=VD-1 :PRINT A$ (H ) ; DCS ; ' IBPU 


620 


IF H=LN+1 THEN 460'EHIG 


970 
980 


GOTO 4 60'BDJL 


630 


IF VD=BS AND H<LN+1 THEN H=H+1 


KCm tSUX BFhF 




:PRINT CD$+AS (H)+PC$; 


990 


PRINT" [HOME] "; : 'BCHN 




: GOTO 4 60'MDJR 


1000 


PRINT CHR$(179) ; :FOR X=l TO ZN-2 


640 


PRINT C$;:IF H<LN+1 THEN H=H+1 




: PRINT" [CMDR 0]";:NEXT X 




:VD=VD+1 'JRVO 




:PRINT CHRS (177) ; :PRINT'LYGG 


650 


LP=LEN(AS(H) )+l:GOTO 460'EOBK 


1010 


FOR D=l TO DP: PRINT" [CMDR +]"; 


660 


IF VD=TS AND H>1 THEN H=H-1 




SPC( ZN-2); "[CMDR -]":NEXT D ' HNBD 




iPRINT CU$+A$ (H}+PC$; 


1020 


PRINT CHRS (174) ; :POR X=l TO 2N-2 




:GOTO 460'LBAT 




:PRINT"[CMDR U]";:NEXT X 


670 


PRINT C$;:IF H>1 THEN H=H-1 




:PRINT CHRS (172) ; 'KXPH 




;VD=VD-1'IPJP 


1030 


RETURN 'BAQV 


680 


LP=LENtA$(H))+l:GOTO 460'EOBN 


1040 


REM "HIGH LIGHT 


690 


IF POS{X)=0 THEN 460'EHQN 




MENU" 'BJLD 


700 


PRINT C$; :LP=LP-1'DJIF 


1050 


WINDOW 2,2,76,3,1: PRINT" [GRAYl 1 " ; 


710 


GOTO 460 'BDJD 




:GOTO 1110 'DSPE 


720 


IF P0E(P)+1 >LEN(A${H)) AND VD<BS 


1060 


GET A$: IF A$="" THEN 1060 'EJED 




THEN PRINT CR$; : H=H+1 : VD=VD+1 


1070 


IF A$=" [RIGHT]" THEN 1110 'DGPD 




:GOTO 460'DIVT 


1080 


IF A$="[LEFT]" AND X >1 THEN 


730 


IF P0S{P)+1 >LEN(A$CH)) AND VD=BS 




X=X-2:G0T0 1110' IMXJ 




THEN 460'ISIN 


1090 


IF AS<> CRSTHEN 1060 'EJWG 


740 


PRINT C$;:LP=LP+1'DJHJ 


1100 


PRINT" [WHITE] "; :0N X GOTO 1150, 


750 


GOTO 4 60'BDJH 




1150,1150,1150,1150,1150,1150, 


760 


LC=POS(X):IF POS(X)=0 THEN 




1150 'DRPD 




460 'GNLN 


1110 


PRINT HMSRVS; ; :X=X + 1 


770 


IF LC>LEN(AS(H)) THEN 790'EMKN 




:IF X>S THEN X=1'HR0E 


780 


AS (H) =LEFT$ (A$ (H) , LC-1 ) +RIGHT$ (A$ 


1120 


FOR 1 = 1 TO S:IF lOX THEN PRINT 




(H) ,LEN {A$ (H) )-LC) :LP=LP-1 'JOBX 




RF$M$(I)RV$ ;:GOTO 1140 'JXFH 


790 


PRINT C$; 'BDIL 


1130 


PRINT RVSMS (DMCS; 'BMTA 


800 


GOTO 4 60 'BDJD 


1140 


NEXT I:PRINT:GOT0 1060'DHOB 


810 


LC=POS(X) :A$(H)=LEFT$(A${H), 


1150 


PRINT SPC( (76-{LEN(MG$)+LEN{MS (X) 




LC)+" "+RIGHT${AS (H) , 




)))/2)MGSM$(X) 'HDSJ 




LEN(A$(H))-LC) 'JNXR 


1160 


ON X GOTO 1180,1270,1720,1810, 


820 


PRINT C$;: PRINT CHR$ (27 ) "0" ; 'DJAI 




1870, 2150, 2200, 2320'CPPI 


830 


GOTO 4 60'BDJG 


1170 
1180 


REM "ADDITION DISPLAY "' BFBH 


840 


LC=POS (X) :A$ (H)=LEFT? (A$ {H) , 


Hhn -EDITING BMCG 




LC-1+I)+C$+RIGHT$ (A$ (H) , 


1190 


VD=1:H=1: PRINT" [CYAN] "; 'DISH 




LEN(A${H) )-LC-l) 'MSKX 


1200 


WINDOW 1,5,20,11,1:ZN=20:DP=5 


850 


PRINT C$; 'BDII 




:GOSUB 980:SO=4 ' FEWE 


860 


GOTO 460'BDJJ 


1210 


PRINT HMS; : PRINT" [DOWN] "; 


870 


CP=POS (X) :FQR X=WP TO CP 




: PRINT TX$;: PRINT SPC(2) " — 




:PRINT DE$;:NEXT X:PRINT CR$;'IXXT 




[SHFT E]DITING [SHPT M]ODE — " 


880 


XT$=RIGHT$ (AS (H) ,CP-WP) 




: PRINT SPC(SO) " [PURPLE, SHFT E, 




:AS (H)=LEFT$(A$(H) , 




WHITE, SHPT D,SHFT I, SHFT T, 



COMMODORE MAGAZINE 97 



Programming/Wiz-Barg 128- 



1220 

1230 

1240 
1250 



1260 
1270 

1280 
1290 

1300 



1310 

1320 

1330 

1340 

1350 
1360 



SHPT SPACE, SHFT T,SHFT E,SHFT X, 

SHFT T]": PRINT SPC (SO) "[ PURPLE , 

SHFT C, WHITE, SHPT L,SHFT R] 

[SHFT SPACE, SHFT T,SHFT E,SHFT X, 

SHFT T]": PRINT SPC (SO) "[ PURPLE , 

SHFT F, WHITE, SHFT 0,SHFT R, 

SHFT M] [SHFT L,SHFT E,SHFT T2, 

SHFT E,SHFT R] "'LBDM 

GET KEY S$:IF S$=CR$ THEN 

1370 'FMQD 

IF S$="E" THEN PRINT TX$; 

: GOTO 4 50'FKKD 

IF S$="F" THEN 1950 'DGMC 

IF SS="C" THEN FOR XW=1 TO LN 

:PRINT" [CLEAR, D0WN3] [SHFTC] 

LEARING [SHFT L]INE= "XW 

: A$ (XW)="" :B$ (XW) ="" :NEXT XW 

! LN=1: PRINT" [SPACE4, SHFT F] 

INISHED! " :SLEEP 2: GOTO 450'QOSD 

GOTO 1220'BECC 

REM: LOAD DISK 

. BFVI 

REM FILES 'BUOH 

WINDOW 11,5,30,11,1:ZN=20:DP=5 
:GOSUB 980:SO=5 'FFRO 
PRINT HM$; : PRINT" [DOWN] "; 

: PRINT TX$;: PRINT SPC (3) " 

[SHFT F,SHFT I, SHFT L,SHFT S, 

SHFT S] ": PRINT SPC (SO)" 

[PURPLE, SHFT L, WHITE, SHFT 0, 
SHFT A, SHFT D,SHFT SPACE, SHFT F, 
SHFT I, SHFT L,SHFT E] " 
:PRINT SPC(SO) "[PURPLE, SHFT S, 
WHITE, SHFT A, SHFT V,SHFT E, 
SHFT SPACE, SHFT F,SHFT I, SHFT L, 
E}": PRINT SPC (SO) " [PURPLE, 
N, WHITE, SHFT A, SHFT M, 
E,SHFT SPACE, SHFT F,SHFT I, 
L,SHFT E] " 'LBJM 
KEY S$:IF S$=CR$ THEN 



SHFT 
SHFT 
SHFT 
SHFT 
GET 



1370 

1380 
1390 



1400 



1370'FHQD 

IP S$="L" THEN GOSUB 1380 
:GOTO 1370' FLRD 
IF S$="S" THEN GOSUB 1550 
:GOTO 1370 'FLXE 
IF S$="N"THEN GOSUB 1360 
:GOTO 1370 'FLRF 
GOTO 1310 'BECC 

WINDOW 0,14,79,18:ZN=80:DP=3 
:PRINT:GOSUB 980:WINDOW 2,16,77, 
16: INPUT" [SHFT F,SHFT I, SHFT L, 
SHFT E,SHFT N,SHFT A, SHPT M, 
SHFT E] MAX=12 [SHFT C,SHFT H, 
SHFT A, SHFT R] :" ;V$ : PRINT 
:WINDOW 0,14,79,18,1 
:V$=LEFT$ (V$,12) : RETURN 'MRAK 
PRINT" [GRAYl] " ; :WINDOW 0,5,79,23, 
1:G0T0 440'DSBJ 
GOSUB 1360'BELF 
WINDOW 0,14,79,18 :ZN=80:DP=3 
;PRINT:GOSUB 980:WINDOW 2,16,77, 
16: 'GNNR 

PRINT" [CLEAR] [SHFT L,SHFT 0, 
SHPT A, SHFT D,SHFT I, SHFT N, 
SHFT G,SHFT SPACE, SHFT F,SHFT I, 



SHFT L,SHFT E,SHFT SPACE, SHFT N, 
SHPT A, SHFT M,SHFT E] :";V$*BDIM 

1410 OPEN 1S,DR,15'BINA 

1420 G$="@:"+V$+","+FT$ +",R"'FHMF 

1430 OPEN 2,DR,2,GS 'BJKC 

1440 IF DSOO THEN PRINT" [CLEAR] "; DS$ 
:GET KEY S$:GOTO 1530 'IPLK 

14 50 INPUTtt2,LN,LM,RM,TM,BM: 'BRPG 

1460 FOR AB=1 TO LN'DPLG 

1470 INPUT»2,A$(AB) :X$=A$(AB) 
;B$=" [SHFT +] " 'DUIK 

1480 X=INSTR (X$,B$) : IF X>0 THEN 

X$ = LEFT$ (X$,X-1)4-QTS+MID$ (X$,X+1) 
jGOTO 1480 'NKRV 

1490 A$ (AB)=X$'BICI 

1500 IF DSOO THEN PRINT" [CLEAR] "; DS$ 
:GET KEY S$:GOTO 1530 'IPLH 

1510 IF A$(AB)="" THEN 1530'DKEC 

1520 NEXT AB'BCFB 

1530 CLOSE 2:CL0SE 1 5 : LL=RM ' DJCF 

1540 WINDOW 0,14,79,18,1 
: RETURN 'COVG 

1550 REM: SAVE DISK ^'BUSI 

1560 IP v$="" THEN GOSUB 1360'EGFH 

1570 WINDOW O,14,79,18:ZN=80:DP=3 

:PRINT:GOSUB 980:WINDOW 2,16,77, 
16'GMFR 

1580 PRINT" [CLEAR] [SHFT S,SHPT A, 
SHFT V,SHFT I, SHPT N,SHPT G, 
SHFT SPACE, SHFT P,SHFT I, SHFT L, 
SHFT E,SHFT SPACE] :" ;V$ ' BDMR 

1590 G$="@:"+V$+","+FT$ +",W"'FHRN 

1600 OPEN 15,DR,15 'BINB 

1610 OPEN 2,DR,2,G$'BJKC 

1620 IF DSOO THEN PRINT" [CLEAR] "; DS$ 
:GET KEY S5:G0T0 1700 'IPKK 

16 3 PRINT)t2,LN;CR$,LM;CR$,RM;CR$;TM; 
CR$;BM;CR$'BLML 

1640 FOR A=l TO LN'DEBF 

1650 X$=A$ (A) 'BHLG 

1660 X=INSTR (X$,QT$) :IP X>0 THEN 
X5=LEPT$ (X$,X-1)+" [SHFT +] 
"+MID$ (X$,X+1) :GOTO 1660'NIEW 

1670 PRINTIt2,CHR$ (34)+X$;CR$ ' DMRK 

1680 IF A$(A)="" AND A=LN THEN 
1700 ' FMWM 

1690 NEXT A'BBTI 

1700 CLOSE 2:CL0SE 15'CESC 

1710 WINDOW 0,14,79,18,1 
: RETURN'COVF 

1720 REM DISK 

FUNTIONS'BBPI 

1730 WINDOW 20,5,41,11,1 :ZN=20:DP=5 
:GOSUB 980:SO=4 'FPSN 

1740 PRINT HM$; : PRINT" [DOWN] "; 

;PRINT TX$;:PRINT SPC(l)" — 
[SHPT D,SHFT I, SHFT S,SHPT K, 
SHFT SPACE, SHFT F,SHFT U,SHFT N, 
SHFT C,SHFT T,SHFT I, SHFT 0, 
SHPT N,SHFT S] — ": PRINT SPC (SO)" 
[L. BLUE, SHFT D, WHITE, SHFT I, 
SHFT R,SHFT E,SHFT C,SHFT T, 
SHFT 0,SHFT R,SHFT Y]" 
:PRINT SPC(SO)" [L. BLUE, SHPT R, 
WHITE, SHFT E,SHFT N,SHFT A, 
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SHFT M,SHFT E] [SHFT F,SHFT I, 
SHFT L,SHFT E] " 'JWKS 

1745 PRINT SPC(SO)" [L. BLUE, SHFT S, 
WHITE, SHFT C,SHFT R,SHFT A, 
SHFT T,SHFT C,SHFT H,SHFT SPACE, 
SHFT F,SHFT I, SHFT L,SHFT E] 
" 'CDEV 

1750 GET KEY S$:IF S$="D" THEN WINDOW 
4 6,5,77,2 2,1:ZN=31:DP=16 
:GOSUB 980:WINDOW 47,6,75,21,1 
:S$="":GOTO 1790'MEDA 

1760 IF S$="R" THEN GOSUB 2400 

: INPUT" [SHFT F,SHFT I, SHFT L, 
SHFT E,SHFT SPACE, SHFT N,SHFT A, 
SHFT M,SHFT E,SHFT SPACE ]:"; Fl $ 
: PRINT SPC { 35 );: INPUT" [SHFT N, 
SHFT E,SHFT W] [SHFT N,SHFT A, 
SHFT M,SHPT E] :";F2$ 
:RENAMB (Fl$) TO (F2$):'KIXI 

1770 IF S$="S" THEN GOSUB 2400 

:INPUT"[SHFT F,SHFT I, SHFT L, 
SHFT E,SHFT SPACE, SHFT N,SHPT A, 
SHFT M,SHFT E,SHFT SPACE] :";F1$ 
:SCRATCH (Fl$ ): PRINT" [CLEAR] 
[SHFT F,SHFT I, SHFT L,SHFT E, 
SHFT SPACE, SHFT S,SHFT C,SHFT R, 
SHFT A, SHFT T,SHFT C,SHFT H, 
SHFT E,SHFT D] !:":SLEEP 1 
:WINDOW 0,14,79,18,1 'JKHP 

1780 PRINT" [GRAYl] "; :WINDOW 0,5,79,23, 
1:G0T0 440'DSBO 

1790 PRINT TX$; " [HOME]- 

[SHFT D,SHFT I, SHFT R,SHFT E, 
SHFT C,SHFT T,SHFT 0,SHFT R, 

SHFT Y] " 

: WINDOW 47,7,75,21 

:PRINT SO$'DURB 

DIRECTORY: PRINT" [SHFT P,SHFT R, 

SHFT E,SHFT S2,SHFT SPACE, SHFT A, 

SHFT N,SHFT Y] [SHFT K,SHFT E, 

SHFT Y] !":GET KEY S$ : PRINT NS$ 

:GOTO 1780'GNIS 

REM PRINTER 'BVPH 

WINDOW 30,5,54,13,1 :ZN=25:DP=7 

:GOSUB 980:SO=7 'FFKN 

PRINT HM$; : PRINT" [DOWN] "; 

: PRINT TX$; : PRINT 

SPC (2) "-—--— [SHFT P,SHFT R, 

SHFT I, SHFT N,SHFT T,SHFT E, 

SHFT R] ": PRINT 

: PRINT SPC (SO)" [YELLOW, SHFT S, 
WHITE, SHFT C,SHFT R,SHPT E2, 
SHFT N] ":PRINT: PRINT SPC (SO)" 
[YELLOW, SHFT P, WHITE, SHFT R, 
SHFT I, SHFT N,SHFT T,SHFT E, 
SHFT R,SPACE2] " 'LYUM 

1840 GET KEY S$:IP S$="S" THEN PR=3 
:GOSUB 2410 'HNPN 

1850 IF S$="P"THEN PR=4 
:GDSUB 2410'FKSL 

1860 PRINT" [GRAYl] "; :WINDOW 0,5,79,23, 
1:G0T0 4 30'DSAN 

1870 REM MARGINS 'BVWN 

1880 WINDOW 38,5,63,13,1 :ZN=25;DP=7 
:GOSUB 980:SO=0 iWINDGW 39,5,62, 



1800 



1810 
1820 

1830 



T, 
M, 



M, 



13:PRINT'HSIX 

1890 PRINT HM$; : PRINT" [DOWN] "; 
: PRINT TX$,- 'DLMO 

1900 PRINT" [SPACE3] [SHFT M, 

SHFT A, SHFT R,SHFT G,SHFT I, 

SHFT N,SHFT S] " 

: PRINT" [SHFT L,SHFT E,SHFT F, 
SHFT T,SHFT SPACE, SHFT M,SHFT A, 
SHFT R,SHFT G,SHFT I, SHFT N, 
SPACE2,SHFT SPACE]: #ff-",-LM 
:PRINT SPC(SO) " [SHFT R,SHFT I, 
SHFT G,SHFT H,SHFT T,SHFT SPACE, 
SHFT M,SHFT A, SHFT R,SHFT G, 
SHFT I, SHFT N,SHFT SPACE] 
: f#-";RM:PRINT SPC (SO) " [SHFT 
SHFT 0,SHFT P,SHPT SPACE, SHFT 
SHFT A, SHFT R,SHFT G,SHFT I, 
SHFT N,SPACE4]: ##-" ; TM'GSXX 

1910 PRINT" [SHFT B,SHFT 0,SHFT T2, 
SHFT 0,SHFT M,SHFT SPACE, SHFT 
SHFT A, SHFT R,SHFT G,SHFT I, 
SHFT N,SHFT SPACE]: #)t-";BM 
:PRINT SPC(SO) " [SHFT C,SHFT H, 
SHFT A, SHFT N,SHFT G,SHFT E] 
[PURPLE, SHFT Y, WHITE] / [PURPLE , 
SHFT N, WHITE] ?[PURPLE] "; 'DIOC 

1920 GET KEY S$:IF S$="Y"THEN 
1940 'FJFJ 

1930 PRINT" [GRAYl] "; : WINDOW 0,5,79, 
23,1: GOTO 440'DSBL 

1940 T=7;WIND0W 57 , T, 61 , T: INPUT LM 

:T-T+1;WIND0W 57 ,T, 61 , T: INPUT RM 
:T=T+1:WIND0W 57 ,T, 61 ,T: INPUT TM 
:T=T+1:WIND0W 57,T,61,T: 
:GOTO 1930'QASJ 

1950 REM FORM LETTER' 

1960 FOR G = l TO LN : B$ (G ) =A$ (G ) 
:NEXT G'FRKO 

1970 WINDOW 15,8,64,20,1 :ZN=48:DP=11 
:GOSUB 980:SO=1 iWINLOW 15,8,63, 
20: PRINT 'HTAX 

1980 PRINT HM$,- jPRINT" [DOWN] "; 
: PRINT TX$; 'DLMO 

1990 PRINT TAB (14) "[CYAN] [SHFT F, 

SHFT 0,SHFT R,SHFT M,SHFT SPACE, 
SHFT L,SHFT E,SHFT T2,SHFT E, 

SHFT R,SHFT S] [WHITE]" 

: PRINT SPC (SO) "[SHFT N,SHFT A, 
SHFT M,SHFT E,CMDR @14]:" 
: PRINT SPC (SO) " [SHFT A, SHFT D2, 
SHFT R,SHFT E,SHFT S2,SHPT SPACE, 
SHFT L,SHFT I, SHFT N,SHPT E, 
SHFT SPACE] 1 [CMDR @3]:" 
rPRINT SPC (SO) " [SHFT A, SHFT D2, 
SHFT R,SHFT E,SHFT S2,SHFT SPACE, 
SHFT L,SHFT I, SHFT N,SHFT E, 
SHFT SPACE] 2 [CMDR @4]:"'IPIN 

2000 PRINT SPC (SO) " [SHPT C,SHFT I, 
SHFT T,SHFT Y,CMDR @14];"'CDKI 

2010 PRINT SPC (SO) "[SHFT S,SHFT T, 
SHFT A, SHFT T,SHPT E,CMDR @13] 
: " ' CDVJ 

2020 PRINT SPC (SO) "[SHFT Z,SHFT I, 
SHPT P,CMDR @15]:"'CDBK 

2030 PRINT SPC(SO) "[SHFT 0,SHFT T, 



INPUT BM 



BVEM 
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2040 



2050 

2060 
2070 
2080 
2090 



2100 

2110 
2120 



2130 
2140 
2150 
2160 

2170 



2180 



2190 

2200 
2210 

2220 



SHFT H,SHFT E,SHFT R,CMDR @13]:" 
: PRINT 'DECM 

PRINT SPC{SO) "[SHFT P,SHFT R, 
SHFT I, SHFT N,SHFT T] [SHFT F, 
SHFT 0,SHFT R,SHFT M,SHFT SPACE, 
SHFT L,SHFT E,SHPT T2,SHFT E, 
SHFT R,SPACE2, PURPLE, SHFT Y, 
WHITE] /[PURPLE, SHFT N, WHITE] 
?"'CDKQ 

PRINT SPC(SO) "[*01] [SHFT T] HRU 
[*07] [SHFT E]ACH [SHFT L] INE 
[SHFT R] ESPECTIVELY"; 'CEXN 
GET KEY SS:IF S$="Y"THEN 
2080 'FJBF 

PRINT" [GRAYl] "; : WINDOW 0,5,79, 
23,1: GOTO 440'DSBH 
T=10:FOR G=l TO 7:WIND0W 35,T,61, 
T: INPUT IP$(G):T=T+1 :NEXT G'JGYO 
IF LN<2 THEN WINDOW 0,14,79,18 

ZN=80:DP=3:PRINT:GOSUB 980 

WINDOW 2,16,77, 16 

PRINT" [CLEAR, SHFT D] 
OCUMENT NOT [SHFT P] RESENT!" 
:SLEEP 4:G0T0 2070'MYEE 
FOR G=l TO LN:A$ (G)=B$ (G) :NEXT G 
;WW=1 'GVHD 
DO UNTIL WW=LN'DBYY 
DP=INSTR (A$(WW),"*") 
:IF DP>0 THEN Y$=MID$ (A$ (WW) , 
DP+1 , 2 ) :Y=VAL (Y$ ) :AS (WW) =LEFT$ 
(A$ (WW) ,DP-1)+IP$ (Y)+RIGHTS (A$ 
(WW) , (LEN (A$ (WW) )~2)-DP) 
:GOTO 2120'UORF 
WW=WW+1 :LOOP'DGPC 
PR=4:G0SUB 2410: GOTO 1970'DNTD 

REM STATISTICS 'BYQG 

WINDOW 38,5,62,13,1 :ZN=25:DP=7 
:GOSUB 980:SO=1 'FFLL 
PRINT HM$; :PRINT" [D0WN2] "; 

: PRINT TXS;: PRINT SPC(SQ}" 

[SHFT S,SHFT T,SHFT A, SHFT T, 
SHFT I, SHFT S,SHFT T,SHFT I, 

SHFT C,SHFT S] ":PRINT 

:PRINT SPC{SD) " [SHFT L,SHFT I, 
SHFT N,SHFT E,SHFT S,SHPT SPACE, 
SHFT T,SHFT E,SHFT X,SHFT T, 
SPACE3i->";LN:PRINT SPC(SO)" 
[SHFT N,SHFT U,SHFT M,SHFT B, 
SHFT E,SHPT R] [SHFT W,SHFT 0, 
SHFT R,SHFT D,SHFT S] ->";WO'KFYT 
PRINT SPC(SQ)"[SHFT F,SHFT I, 
SHFT L,SHFT E,SHFT SPACE, SHFT N, 
SHFT A, SHFT M,SHFT E]->";VS 
:GET KEY S$'EJVP 

PRINT" [GRAYl] "; :WINDOW 0,5,79,23, 
i: GOTO 440 'DSBK 

REM HELP ' BSUA 

WINDOW 1 ,5,79,23,1 :ZN=77:DP=17 
:GOSUB 980:SO=3 'FFUH 
PRINT HM$; : PRINT" [D0WN2] "; 
:PRINT TX$;:PRINT SPC{30)'' 

[YELLOW] [SHFT H,SHFT E, 

SHFT L,SHFT P,SHFT SPACE, SHFT M, 

SHFT E,SHFT N,SHFT U] " 

: PRINT "GQDO 



2230 



2240 



2250 



2260 



2270 



2280 



2290 



2300 
2310 

2320 
2330 



2340 



2350 



2360 

2370 
2380 



PRINT SPC{SO) " [CYAN, SHFT C] 
OMMAND KEYS [SPACE36, SHFT F]ORM 
[SHFT L]ETTER [SHFT E]MBEDDED 
[SPACE5] ": PRINT TAB (56) " [SHFT C] 
OMMANDS" 'EHWW 

PRINT SPC(SO) " [WHITE] [ [SHFT C] 
URSOR LEFT] [SPACE37] [ [UP ARROW]] 
[SPACE2,SHFT C] ENTER [SHFT L]INE" 
:PRINT'DEPR 

PRINT SPC (SO) " [WHITE] [ [SHFT C] 
URSOR [SHFT R]IGHT] [SPACE35] [*01] 

[SHFT P] LACES [SHFT L]INE 1" 
: PRINT 'DECT 
PRINT SPC (SO) "[ [SHFT R]ETURN KEY] 

TO [SHFT S] ELECT [SHFT M]ENU!! 
[SPACE21] [*02] [SHFT P]LACES 
[SHFT L]INE 2": PRINT'DEFW 
PRINT SPC(SO) " [ [SHFT H] 
IGHLIGHTED LETTER] [SHFT S] 
ELECTS [SHFT F] UNCTION IN 
[SHFT B]OX! [SPACE5] [*03] [SHFT T] 
HRU [*07] [SPACE3] "jPRINT'DEGB 
PRINT SPC (SO) "[[BACK ARROW]] 
[SHFT E]XIT [SHFT E]DIT [SHFT M] 
ODE [SPACE32, SHFT E,SHFT C,SHFT T] 
! ! [SPACE12] " :PRINT'DELV 
PRINT SPC (SO) "[ [SHFT R]ETURN KEY] 

TO [SHFT E]XIT [SHFT M]ENU1! 
[SPACE281 " : PRINT ' DEUU 
GET KEY SS'CCRY 

PRINT" [GRAYl] "; : WINDOW 0,5,79,23, 
1: GOTO 440'DSBE 

REM ^OPTIONS ' BVXE 

WINDOW 38,5,66,15,1 :ZN=29:DP=9 
:GOSUB 980:SO=1: WINDOW 39,5,65, 
15 :PRINT'HSAO 
PRINT HM$; : PRINT" [DOWN] "; 
:PRINT TX$;:PRINT SPC(SO)" 

[SPACE2] [SHFT 0,SHFT P, 

SHFT T,SHFT I, SHFT 0,SHFT N, 

SHFT S] ":PRINT 

:PRINT SPC(SO) " [SHFT S,SHFT P, 
SHFT A, SHFT C,SHFT I, SHFT N, 
SHFT G,SPACE9!-> ";SD$ 
: PRINT SPC (SO) " [SHFT F,SHFT I, 
SHFT L,SHPT E,SHFT SPACE, SHFT T, 
SHFT Y,SHFT P,SHFT E,SPACE?]-> "; 
FT$'KHSO 

PRINT SPC(SO) " [SHFT D,SHFT R, 
SHFT I, SHFT V,SHFT E] [SHFT N, 
SHFT U,SHFT M,SHFT B,SHFT E, 
SHFT R,SHFT SPACE] I [SPACE2 ] -> " ; DR 
:PRINT SPC(SO) "[SHFT P,SHFT R, 
SHFT I, SHFT N,SHFT T,SHFT E, 
SHFT R] [SHFT N] . # [SPACE4 ] -> " ; PR 
:PRINT:PRINT SPC (SO) " [SHFT C, 
SHFT H,SHFT A, SHFT N,SHFT G, 
SHFT E] [GREEN, SHFT Y, WHITE]/ 
[GREEN, SHFT N , WHITE] ?";' HTDM 
GET KEY S$:IF S$="V" THEN PRINT" 
[GREEN]";: GOTO 2380 'HLEK 
PRINT" [GRAYl] " ; : WINDOW 0,5,79,23, 
1: GOTO 440 'DSBK 
T=8:WIND0W 57 , T, 61 ,T: INPUT SD$ 
:T=T+1:WIND0W 57 ,T, 61 ,T: INPUT FT$ 
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T=T+1:WIND0W 57 ,T, 61 , T: INPUT DR 
T=T+1:WIND0W 57 ,T, 61 ,T: INPUT PR 
'PXGH 

2390 T=T+1: PRINT TX$:GOTO 2370 'EMCL 

2400 WINDOW 0,14,79,18:ZN=80:DP=3 

:PRINT:GOSUB 980:WINDOW 2,16,77, 
16:RETURN'HNAL 

2410 REM "PRINTING 

ROUTINE" 'BOVG 

2420 IF PR=4 THEN GOSUB 2400 

iPRINT "[RVSfSHFT P,SHFT R, 
SHFT I,SHFT N,SHFT T,SHf"T I, 
SHFT N,SHFT G] " 'FIAL 

2430 IF PR=3 THEN WINDOW 0,0,79,23,1 

jPRINT" [RVS,SHFT P,SHFT R,SHFT I, 
SHFT N,SHFT T,SHFT I, SHFT N, 
SHFT G]":WI?JDOW 0,1,79,23 
:PRINT SOS'HGCS 

2440 GOTO 20'BCJC 

2450 WINDOW 0,5,79,23,1 

: PRINT CHS+NSS; : PRINT 

SPC(23)"— [SHFT H, 

SHFT E,SHFT L,SHFT P] [SHFT M, 
SHFT B,SHFT N,SHFT U] 
"CR$ ' FCWX 

REM LOADER 

'BGUK 

FOR X=6144 TO 6182'DJGI 

READ A'BBYG 

CS=CS+A'CFAJ 

POKE X,A'BDQA 

NEXT X'BBRA 

IF CS03411 THEN PRINT 

CHR$ (7) 'GJUG 

DATA 72,138,72,152,72,169,2,141, 

40,10,162,18'BOFK 

DATA 104,32,27,24,232,104,32,27, 

24,162,31,104'BPIL 

DATA 76,27,24,142,0,214,44,0,214, 

16,251,141,1,214,96'BWCN 

READ A:IF A=-l THEN RETURN 'GETJ 

FOR V==0 TO 7'DDAI 

READ W'BBVH 

AD=12288+16*A+Y ' ELKN 

HI =1 NT (AD/256) : LO=AD- {2 56 *HI ) 

'GVVI 

SYS DEC("1800") ,W,LO,HI'CKWF 

NEXT Y'BBSC 

GOTO 2560 'BEKE 

DATA 115 , 255, 128, 143, 136, 

136, 136, 135, 136'BKYL 
DATA 113 , 255, 1, 241, 17 , 

17 , 17 , 17 , 17'BDCK 
DATA 110 , 135, 136, 135, 136, 



5460 

2470 
2480 
2490 
2500 
2510 
2520 

2530 

2540 

2550 

2560 
2570 
2580 
2590 
2600 

2610 
2620 
2630 
2640 

2650 

2660 

2670 

2630 

2690 

2700 

2710 



136, 143, 128, 255'BKTN 
DATA 108 , 17, 17, 17, 17, 17 , 

241, 1, 255'BDGN 
DATA 120 , 0, 0, 0, 0, 0, 255, 

0, 255 'BXFM 
DATA 121 , 255, 0, 255, 0, 0, 0, 

0, O'BXGN 
DATA 118 , 144, 144, 144, 144, 

144, 144, 144, 144'BKSI 
DATA 117 , 144, 144, 144, 144, 

144, 144, 144, 144'BKRJ 



2720 DATA 118 , 144, 144, 144, 144, 

144, 144, 144, 144'BKSK 
2730 DATA 102 , 136,136,136,136,136, 

136, 13 5,136 'BKTL 
2740 DATA 92,17,17,17,17,17,17,17, 

17'BBQK 
2750 DATA -I'BCYG 
2760 PRINT CHR$ (14) iPRINT "[CLEAR, 

SHFT 0]NE [SHFT MlOMENT [SHFT P] 

LEASE! " :GOSUB 2460 'EKHS 
2770 PRINT" [CLEAR] " :PRINT'CBAK 
2780 PRINT" [WHITE] " :WINDOW 22,7,57, 

16,1 :ZN=33:DP=8:GOSUB 980'FCNS 
2790 PRINT" [CYAN, HOME, D0WN2] "'BAJL 
2800 PRINT SPC(5) " [SPACE7,SHFT W] IZ- 

[SHFT B]ANG! "'CCFI 
2310 PRINT SPC(l) " [SPACE4,SHFT W] 

RITTEN BY [SHFT PjHILIP [SHFT H] 

UGHES "'CCCN 
2820 SLEEP 5;CLR:COL0R 6,1 

:CR$=CHR$ (13) : PRINT" [GRAYl] " ; 

:FAST:WIND0W , , 79 , 24 ' I FWQ 
2830 PC=1;LC=1:S0=2-W0=1 

:ET$=CHR$ (27) 'GXGO 
2840 M$ = "": :SD$ = "S":AR$==" ":'DMJL 
2850 POKE 248, 160: IL$=CHR$ (27)+"I" 

:DL$=ET$+"D":PC$=ET$+"J" ' lEDT 
2850 DC$=" [HOME,D0WN18] ":DE$=CHR$ (20) 

!DIM IP$ (7) 'ESKP 
2870 DIM A$(300):DIM B$ (300 ) : LP=1 : LM=5 

:RM=70:CO$=ET$+"F" :HM$=" [HOME] " 

:CHS=" [CLEAR] ":CK$=CHR$ (186) 'LCBD 
2880 TH=5:BM=5:FT$="S" :TX$=" [WHITE] " 

:S1$=CHR$ (32) :S2$=CHR$ (160) 

:QT$=CHR$ (34) 'KPCB 
2890 SP=1 :DR=8:PR=4 : LL=RM: DWS=ET$+"W" 

:UPS=ETS+"V" 'IFCA 
2900 CU$=DWS+PC$ :H=1:VD=1:TS=1 :BS=19 

:SO$=ET$+"L" 'IHPQ 
2910 CD$=UP$+DC$:CS$=" [DOWN , UP, LEFT , 

RIGHT] "+DE$+CHR$ ( 148 ) +CR$ ' HYBP 
2920 PRINT" [CLEAR] " ; :NS$=CHR$ (27) + "M'' 

:ES$=CHR$ (27) + "L" ; 'HSKO 
2930 RF$=" [RVOFF] " :RV$=" [RVS] " 

:MG$="[SHFT Y]OUR [SHFT C]HOICE 

: " 'DLMP 
2940 S=8:DIM M$ (8 ) : SP$=" [WHITE] " 

:HL$=" [WHITE] " :MC$=" [PURPLE] " 

:CB$=" [LEFT9] "'GYPW 
2950 M$ {1) = " [GRAY3,SPACE2,SHFT E]DIT 

[SPACE3] ":M$ (2)=" [ORANGE , SPACE2 , 

SHFT F] ILES [SPACE2] " 

:M$(3)="[L. BLUE, SPACE3, SHFT D] 

ISK[SPACE2] ":M$ (4)=" [YELLOW] 

[SHFT P]RINTER "'EXFC 
2960 M$ (5)=" [PURPLE] [SHFT M]ARGINS " 

:M${6)="[L. GREEN, SPACE2, SHFT S] 

TATUS " :M$ (7)=" [RED] [SHFT H] 

ELP[SPACE3] ":M$(8)="[GREEN] 

[SHFT 0] PTIONS " ' RXND 
2970 GOTO 430'BDGL 
2980 SCRATCH"WIZ-BANG" :DSAVE"WIZ-BANG 

" 'CBSR 
2990 SCRATCH"WIZ-BANG.BK" 

:DSAVE"WIZ-BANG.BK" ' CBLU 

EHO 
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Continued from ptsgc 60 

The Amiga can only anti-alias on a 
pixel-by-pixe! biLsis. Character generators 
with better horiKoiital rt'solution am do 
"sub-pixel" imti-aiiasing. This translates 
into cleaner edges on chai'acters. Addi- 
tionally, some high-end chai-acter-gener- 
ators use linear keying linked to their 
anti-aliasing controls to var\- the opacity 
of the character at the transition edge l)e- 
tween it iind the live \id(.H) background to 
increase the apparent anti-aliasing. 

Another issue is the creation of "illegal 
colors," Tlie NTSC standard sets the 
maximum and minimum levels allowable 
for a composite video signal. A pure white 
should have an IRE level of 10(J, and a 
pure black should be at IRE 7.5. It is pos- 
sible to have a signal that has an IRE of 
100 and still add color to that signal. This 
would Ixi an illegal cxilor. It is jiossible to 
generate illegal colors on high-end charac- 
ter generators, but they will warn you 
that you are using an illegal colon On the 
Amiga this should Ix; contntlled by the 
genlock/encoder you use. Adwiuate It'st- 
ing with a waveform monitoi" should let 
you know if your setup will generate il- 
legal colors. 

Amiga Software for Chiiracter 
Generation 

There is a tremendous amount of soft- 
ware available for the Amiga that cmi be 
used for character generation, some of it 
designed specifically for that purpose, 
some of it more generic in nature, 

Basic text screens can be created with 
any paint program. DcliLxcPaint //, Ex- 
press Paint 2, Digi-Paint or Photon Paint 
al! have text capabilities that allow the 
use of multiple fonts. Once you've created 
your text screens, you can ase a slide show 
program to display them. 

More sophisticated displays can be cre- 
ated via programs like DeluxeVieko or De- 
liixePrrKiuctmia. Three-dimensional cre- 
ation and rendering pnigiums such as V(- 
cfcoSco/x' 3-D and SatlpdAnmak 3-D 
can also be used to cre>ate titling eifecls. 

For the best results you may want to 
use applications designed specifically for 
titling and character generation. 
TV^TEXTISHOW. VldcoTitk-r and Pm 
Video CGI all fall int<) this category. 

iy*TEXT and 7V^S770W are a tiig 
team pair of programs from Bixnvn-Wagh 
Publishing. TV'TEXT is used to design 
screens of text using standard Amiga 
fonts. Any number of fonts can be used on 
each screen, and text can be rendere'd with 
any attribute including i tidies, bold, un- 



derline, outline, drop shadow, edge, ex- 
trude and strobe, Ftendered text can be 
grabbed and then stretched, squeezed and 
rotated. Letter spacing can be adjusted for 
each line of text, Tbxt can be left or right 
justified or centered. 

Vou am also grab any section of the 
screen and u.-?e it to create either a tile or 
wallpaper pattern background. IFF im- 
ages am be brought in as backgroimd im- 
ages as well. Simple drawing tools let you 
create lines, boxes, circles and ellipses. 
The program is veiy simple to u.se, and 
only occasional references to the manual 
are ittjuired. 

T\'-SHOW is used to present the 
screens created with T\^*TEXT. It offers 
over 40 transition effects including re- 
veals, pushes, cuts, splits, spirals, fades 
and pulls. Bru.shes can l>e also added to 
-sci-eens, and these can be brought in from 
off .screen and'or flomi offscreen. Com- 
plete control over timing, ti-ansition and 
ajlor cycling is simple to set up. Tliis com- 
bination package is very Amiga-like and 
intuitive. 

Vidt'oTitkr from Aegis is another 
Amiga-styled titler with pre'sentation si>it- 
ware'. It biLS several unusual featur^es that 
make using it easier You can load up to 
ten fonts into memory and assign function 
keys to call them. You can also use "Poly- 
text" fonts; these m-a created from poly- 
gons. Pohfonts can be sized without dis- 
tortion, and am Ik filled, skewed, distort- 
ed, flipped and miniored. Excellent special 
display effects can be used on text includ- 
ing .3D block, neon and embossed. 

VideoTitkr pro\ides support for haif- 
brite and Color'ftxt, allows the use of IFF 
backgrciuid images and supports the 
ANLM format. It also includes VidcoSEG, 
a transitions program. VideoSEG includes 
wipes iuid fades, dissolves and block ef- 
fects like diamond, checker, drizzle and 
burst. 

If you are interested in a traditionally- 
interfaced character generator, you should 
l(Mjk at Pm Video CGI and'or Pro Video 
Plus. These im; designed for strict key- 
Ixuuxl-only interfacing, just as Chyron 
cliaracter generators are designed. In 
some respects (although 1 am reluctant to 
give up the use of the mouse and menus), 
the Pro Video approach makes sense in a 
piwluction environment where those who 
will lie using the Amiga for charactei- gen- 
eration iiave a traditional background as 
Pm Video will be immediately familiar'. 
Pro Video offers the fastest transitions 
of any of the systems mentioned so far, 
short of loading everything into a RAM 
disk. Ttiis is becaase it stores everything 



in mernoiy automat iailly. All editing is 
done directly on screen, and ever\- screen 
is immediately available f()r examination 
or re-editing. Pro Video offei-s an excellent 
variety of transitions, and does not re- 
quire a separate pi-ogiam for the crc'ation 
of transitioas. It will take you a little long- 
er to leani to use, but it offers speed and 
sharpness that other progrimis have yet to 
match. 

A possible contender for Pro Video's 
honor spot i.s a new pnxluct, BraadcaM 
Titter [mm Inno Vision Systems, publish- 
ers of Video Effects 3D. llie progi'am was 
still in beta test at the time this article 
was written, but the publishers ckiim to 
have broken the 16 color hi-res barrier, 
lliey state that you will be able to use up 
to 300 colors on a single screen. They also 
have a unique font convei^sion sy.stem 
that turns standard Amiga fonts into 23 
nsec resolution fonts using a proprietary 
anti-aliasing technicjue. The program will 
have a keylxiard-only interface and 
should be available by the time you read 
this. 

You may also want to take a look at 
Vh/«> E/Jkts 3D. This is an animation 
and s|)ecial eftects [rackage with title ef- 
fects in mind. It lets you take IFF images, 
specily stalling and ending movement 
points, type of movement, and it auto- 
matically rendere the requiixxi frames to 
create a smo<jth animation. Full-screen 
animation playback is smooth, not jerky 
as in some other programs. 

Available effects include tumbles, 
turns, spins, fly by s, zooms, extrusions, 
page peels, shrivels and shatters. This 
program is an excellent choice for title 
treatments and logo effects. 

For an Amiga-based character genera- 
tion system I would recommend an Amiga 
2000, exti-a memorj', a professional-qual- 
ity encoder/genlock such as the Supei^Gen 
or Magni 4004, and a mix of graphics soft- 
ware. A paint program w-ould be essential, 
as would a good character-generation 
package, I would add a sjx.'cial effects 
package such as Video EjfectJi 3D, 3D Ani- 
mation Toolkit from Lange-Miller Com- 
puter Graphics ire-quires VideoScape), or 
the excellent progi'ams by Martin Hash, I 
would also consider adding one of the im- 
age processing programs such as Buiclier 
or PIXmate. 

The entire .system would cost lass than 
the $5,000 + you woukl pay for a Chyron 
VP-2 and would in most asjXKits exceed it 
in capabilities. Of course, you could still 
do your word processing, keep your books 
and play Fi'A-18 Inteiveptor as well. Try 
that on a dedicated character generator Q 
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Software Reviews/ geoWrite Workshop 128 

Continued fjvm page 30 

If, like me, you have migrated fh)in one 
word processor to another as youi' system 
has grown and new products were intro- 
duced, you probably have a collection of 
files created with older word processors. 
geoWrite Workshop supports three of the 
more popular ones {FleetSystem 4, Paper- 
clip U and WordWriter) directly. Thus you 
can import files created with them directly 
into this word processor, and the text will 
be formatted to match the design of the 
original — margins, text style, page 
breaks, etc. This feature makes sharing 
files betv.'een two systems about as pain- 
less as it gets. If your program is not on 
the list, you can still import files using a 
generic load. Because of this feature, I 
think a lot of people will continue to use 
the word processor they are familiar with 
to input text quickly and then switoh to 
gedWrite Workshop to style, format and 
add graphics before printing them. 

The word proce^or supports any print- 
er compatible with GEOS (and that 
means nearly any devia' which ever ap- 
plied ink to paper), plus the Apple La- 
serWriter. A special driver called geo- 
Laser allows you to send documents to 
that printer in the correct format, so it can 



print them using 300 dots per inch. If you 
sulKcribe to the Q-Link network, you can 
also send your documents to them via mo- 
dem, and they will print them on a Ifiser 
printer and return them to you by mail. 
Regardless which print method you use, 
geoWrite Workshop is coded for quality. 
Along side of ^eo Write on the desktop 
are several other programs: geoMerge, 
Tfext Grabber and Paint Drivers. As you 
would expect, the merge utility lets you 
produce lists of items which can be 
merged automatically into documents cre- 
ated with the word processor. If you use 
geoDex or geoFik (a database program 
sold separately) to keep track of people, 
businesses and addresses, geoMerge lets 
geoWrite access those lists and met^e 
them into multiple copies of the same doc- 
ument. But more than just blindly merg- 
ing data line for line, ^eoMe/ge allows you 
to test and alter merged data by using EF, 
ENDIF and ELSE qualifiers. For exam- 
ple, if you are writing the same cover let- 
ter to several customers, you may want to 
include a specific text if you have spoken 
with them before or exclude other sections 
if you have not. Including these labels in a 
document lets geoWrite test for such condi- 
tioas and substitute difierent data accord- 
ing to the truei'false results of the test. 



This is a groat trick, since it means you 
can turn mundane form letters into "per- 
sonalized" communications. 

Because of the way the progi-am han- 
dles images, you cannot mix text and 
graphics on tlie same line {text can appear 
only above or below pictures). The pro- 
grammers recognized that arrangement 
would not always be acceptable to most of 
us and mcluded an indirect solution 
through a utility program called Paint 
Drivers. Paint Drivers duplicates your 
word processor document as a paint file 
which can be loaded into and edited by 
geoPaint. The advantage of this solution 
will be appreciated by anyone who has 
been fi^istrated by not being able to adjust 
the spacing of a line of text or who would 
like to overlay a graphic wdth text. Using 
geoPaints cut and pjiste tools, you can do 
just that with any document created with 
geoWrite Workahnp 128 and converted 
with Paint Ehivers. In fact, the three pro- 
grams combined could be used as a very 
flexible desktop publishing package. 

If you are a GEOS 128 user in need of a 
good word processor, I think you'll like 
geoWrite Worltshop 128. It has enough 
power, features and speed to satisfy the 
needs of most users, yet it is veiy easy to 
understand and handle. B 



TAXPERFECT 



Get TaxPerfect'" now and 
relax on April 15th . . 



• SIXTH SUCCESSFUL YEAR! • MANY THOUSANDS ALREADY IN USE 

• Your Simple Answer to the Tax Reform Act of 1986 

• TaxPerfect is the quick, correct, easy way to do your taxes - Absolutely up-to-date with the Tax Reform 
Act of 1986 and all new tax changes ■ Simplest tax return preparation program available — at any 
price • Single-keyslroko (orin-to-lorm change ■ Automatically calculates and transfers data from 
every FORfVI and Schedule to FORfvl 1040- Simply answer the questions — TaxPorfect calculates return, 
tax due of amount of refund due you * Automatically elects the greater of Standard or Itemized 
deductions • Prints data to all FORMS or Schedules you need tor your complete return — ready to 
sign and file. Highly acclaimed by tax pros, CPA'sand tax preparers, TaxPerfect is easy to understand 
and a pleasure to work with. Available for Commodore 64 and Commodore 128. 

• TaxPerfect is fully screen-prompted, menu-driven • TaxPerfect data files can be stored on disk, 
and easy to use. System includes comprehensive • TaxPerfect yearly updates are available at 
User's manual witti helpful tutorial example, 50% discount to registered TaxPerfect users. 

■ With a single keystroke TaxPerfect mstantly recalcu- • TaxPerfect is an essential addition to your 
lates your entire return when you change any item. personal software libr, 

• TaxPerfect also prints directly onto IRS forms deductible. 

TAX PLANNING RETURN PREPARATION 



' best of all it's tax 



• Most powerful program features available —at 
any pnce ♦ Supports RAMdisk • Prints the input 
sheets to organize your data • Built-in calculator 
feature accumulates input and enters total • 32 
PF key functions achieved with 1 or 2 keystrokes 

• Fast, complete lax calculations — 20 forms in 
under 2 seconds (most returns tn under 1 second) 

• On-line pop-up Help menus • Full calculation- 
overnde capability • Follows IRS lext & line »s 
exactly * Exclusive context-sensitive Datachek^" 
pinpoints omissions —and alerts you to effects of 
your input • Our exclusive Current Values Display 
constantly reflects all changes with your input * In 
Planning mode all unnecessary text questions 
are eliminated. 



TaxPorfsct PJiimS THE INCOME TAX 
RETURN FOR YOU: TaiPerlect M — pnnts 
page 1. page 2 of the FORM 1040 and 
Schedules A,B,C,D.E and SE as well as 
FORM 2441. 3903 and 6251 on standard IRS 
government forms or on blank computer 
paper for use with transparent overlays. 
TaxPerfect 1SB— supports all of Iho above 
forms p/u« Schedules F and R and FORMS 
2106. 2119, 2210. 3800. 4136, 4255, 4562 and 
4684, All other forms and schedules are 
considered in the calculation. TaxPerlcci 
features direct screen input using fast ten- 
key style on 128 

Complete 1988 Edition: TaxPerfect 64 



TO ORDER Call Toll Free 1-800-525-5611 24 Hrs. from anywhere outside Dallas, In Dallas Call 214/386-6320. 'a^sikcm, 

VISA Money Orderg, Bnnh Cru^fiks iind COD 0r[ji:r5 Acccp1Dc3 [add a^-a surcharge tot crecJJt card processmg) (Toxfis rrrsidr>n1s add B"*^ sales lax) (add SS 00 for COD} {53,00 Shippirig) 

Financial Services Markeling Corporation ■ 50O North Dallas Bank Tower • 129O0 Preston Road • Dallas, Texas 75230 




FULL-FEATURED 

DEPRECIATION 

SUPPORT 

Self-contained Deprecialion program 
calculates and pnnts complete listing of 
depreciable assets . . , ail classes . . . any 
length life . . . traditional melhods plus "old" 
rules. ACRS, MACRS,, Half-year, mid-quarter 
& mid-month conventions Schedule attaches as 
delailed, printed supplement to FORM 4562 



CommooorE^ 64 idri CCTrrfrhocofo 12S fl^o TRADE- 
MARKS af Commodore BuJif^ejs Machines Corp. 



$89 



TaxPerfect 128 
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Buzzwords 

Continued from page 69 

Toast (n) Any bumed-up hardware. 
[Intra] 

Tricked out (adj) Soflwarc which has had 
many featuivs added over its original 
design to enhance its marketability (at- 
tributed to Jim Steinert). IMicro] 

Trivial Bug (ni There shouldn't be a hy- 
phen in "Dimly- lit." (Infol 

TRON (adj) [as in TRON application, 
TKON desk accossoiy, TRON printer 
driver] A GEOS appliaition, desk acces- 
sory or printer driver whose sole pur- 
pose in life is supreme nastiness; used 
by BSW in alpha-test piiocedures to en- 
sure that products are as bullet-proof as 
possible. The TRON desk accessory, for 
G-xample, will trash global variables, 
muck with sprites, erase the screens 
and otherwise attempt to kill the call- 
ing application (it does, however, oper- 
ate within the standard GEOS conven- 
tions— it just pushes them to the lim- 
its). [BS\V1 

Turing tar-pH fn) The low-end machine's 
equivalent of entropy. The point where 
a program lxHX)mes so complex that ev- 
ery operation t^ikes slightly less than 
an eternity to complete;. A feared reality 
when dealing with limited memoty and 



AHENTION 
PHM PEGASUS 
OWNERS! 

There's a brand new Advanced Battle 
Scenario Disk available for your high- 
tech hydrofoil — and you can order it 
directly from the people who designed 
it. Lucasfilm Games. 

• Sink the German juggernaught — 
the Bismarck! 

• Capture crafty Caribbean drug 
runners! 

• Take on twelve Russian missile 
ships singtehandedly! 

• Run a gauntlet of Middle Eastern 
maniacs! 

• Pius six more heart-pounding 
combat missions! 

Only $19.95 postpaid (CA residents 
$21.15). Ca!l 41S662-1902 for credit 
card orders. Or mall your check or 
money order to PO Box 10307. Dept. 
001, San Rafael, CA 94912. 



l UCASFlL M 

kicKnABBlll 



PHM Peigasu-5 ftmj lAJcn^nim tjflincs me trademarks of 
LcjCiis''i'n Hd. I" 1?^8^ 1 LJCfl^tilm Lltl All righls fesert" J 



processing speed (such as on the Com- 
modore 64). [A one-bit Turing machine 
can emulate even the fastest, most com- 
plex computer because the formal ma- 
nipulation of symlM)ls will be the same 
at any level. In theorj', there is nothing 
a Cray XM-P can compute that a 64 
cannot. It's just that what the Cray can 
do in three seconds might take a 64 
three years.] [BSW] 

Tweak (v) (from ekctwnics), The last fine 
atyustment. Th fine-tune a program by 
adding features, recompiling the code 
and removing small bugs and annoy- 
tmces, TVveaking occurs only at the end 
of a project and is used only when the 
feature modifies no more than 25% of 
the program. lAv/Hl 

Tweak (v) Fine adjustment, fEpyx] 

Tweening (n) Interpolation of animation 
cells. [Epyxl 

Twiddle (n) Synonym for tilde (~). John 
Wedgwood, author oigeoFik, only re- 
cently discovered that the symbol is in 
fact called a tilde and not a twiddle. 
[BSW] 

Twiddle (v) To manipulate or alter the 
state of, as in "twiddle a hit." (See also 
liit-lwiddler.) [BSW] 

Uncle Parser (n) The name Imps have 
given to the special version of the 
parser, used in Introductory level games 
like Sectstalker. It is extre-mely user- 
friendly, and the responses never in- 
clude multi- syllabic words. Ilnfo] 

Undocumented feature (n) A positive- 
acting bug. [Intra I 

Undocumented feature (n) A bug. 
lEpyxl 

User-hostile 'adj) Self-explanatory. 
[Intra] 

Vaporware (n) Software that is adver- 
tised heavily, but never appears. 
jMicrol 

Vector pipeline processing (v) Function- 
tagging of data objects resulting firom 
data normalization and procedure vec- 
torization. [Epyxl 

Virtual (adj) False, fake, li,e,, rirtual 
memory, \irtual screen,) [Epyxl 

VLIR (Variable Length Indexed Record) 
(n) A GEOS-specilic file type composed 



of up to 127 records of varying length 
and an index table. The index table con- 
tains pointers to the first disk block of 
each record. [BSW] 

WaWydJK usage) (n) Name given to per- 
son asking questions of a very fiinda- 
mentid nature. fe.g., Wally: I can't save 
my data, CustoTner Support- Did you 
format your disk? WaUt/: What's 
"format"?) 

Weekend (n) The time when you work on 
your own programs; not necessarily a 
Saturday or Sunday. | Intra] 

Wimp interface (n) An acronym for Wui- 
dow, Icons, Mouse and Pulldowns, 
[Epyx] 

Wizard (n) Since much of what Infocom 
does is steeped in the fantasy geruB, 
many terms fiiom our own and other 
company's fantasy gamas have crept 
into the InfoLingo. For example, it is 
common to refer to any expert as a 
"Wizard." Example: "I have to speak to 
one of the wizards about this parser 
bug." Ilnfo] 

Wodge (n) This word entered the InfoVo- 
cabulary while Douglas Adams and 
Steve Meretzky were collaborating on 
Hitchhiker's Guide to the Galaxy. After 
an initial trip to Massachusetts, Doug- 
las did most of his work in England, 
sending material to Steve via electronic 
mail. After a long period without any 
new material, Douglas said, "1 worked 
for three solid days, and I'm sending 
over a huge wodge of stuff." Wodge 
quickly caught on as a term meaning a 
great deal of work, or more generally, a 
lai^ amotmt of anything. [Info] 

"Y" Code fn; Brian Fai^o tells me that 
most of the people at Interplay Produc- 
tions program in C, but one person does 
things in a veiy imusual manner (espe- 
cially when he's tired). They claim this 
individual programs in Y, [Iplay] 

Zombieware (n) Products that have been 
previoasly annoimced, both publicly 
and in catalogs, but will not be released 
due to circumstances beyond the com- 
pany's control. (Also see Vaporware.) 
[SSI] 
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Next Month in Commodore Ma g azine 

Making it Pay 

How to make money with your Commodore Computer. 

Amiga MIDI Sequencers 

A comparison of the top five sequencers available for the Amiga. 

World of Commodore 

A quick look in words and pictures at the first 

U,S, World of Commodore Show, 

Available on newsstands February 16, 1989. 



Amiga CAD 

continued from page 73 

power CAD package capable of helping 
,you design major projects, X-CAD Design- 
er will fit your bill. 

With a rewritten manual (that included 
an index and quick-reference section) X- 
CAD Designer would be complete, lb be 
fair, the program does offer online help 
which lets you select the command you 
are having trouble with, and the program 
will open a window displaying informa- 
tion about that command. I still prefer 
more information in hardcopy. My biggest 
xmplaint is that the current version's 
(V1.3) DOS requesters are far firora as 
friendly as you would expect to find on an 
Amiga, Peter Hall of Haitex Resources 
says they recognize that the program's in- 
terface is not as "Amiga" as it should be 
and have their programmers working on 
a solution. The next update fVl,4) should 
include an intuitive Amiga-type interface 
to addre^ my reservations about the pro- 
gram. If that is true, professional CAD us- 
ers will be Slxking to X-CAD Designer. 
Combine the program's quality, relatively 
low price (compared with a buying a dedi- 
cated CAD system) with the impressive 
printer output support (plotters, IFF for- 
mat, LaserJet, Preferences, Hewlett-Pack- 
ard, color, raster) and it is easy t» see why 
professionals are excited about X-CAD 
Designer 

The program is not ropy protected and 
can be installed on a hard drive. The cover 
of the box carries a notice which reads "no 
dongle option," which I assumed meant 
the previous dongle-required protection 
scheme had been abandoned, but I was 
disappointed. Inside was an oversized don- 
gle which must be inserted in port two for 
the program to operate. The people at 
Haitex Resources say this protection 
scheme will be removed mth the release 
oiX-CAD Designer VIA. 

Draw Plus 

I fell in love with this CAD package the 
first time I touched it. So let me get my 
one complaint out of the vmy—Dmw Plus' 
screen updates are slow. Each time you 
size or move a window, each line is re- 
drawn fiiom point to point in sequence. 
While delays are not noticeable with sim- 
ple drafts, they become almost unbearable 
with complex drawings vising a hundred 
or more separate elements. I've talked 
with the people at Aegis about this com- 
plaint and they confirmed the rumor that 
an update of the program is in the works, ; 
and one of the major changes will be a fas- i 
ter redraw routine. [Editors Note; By the j 



time you read this, Draw 2000 will be on 
the shelves.] But as far as the quality is 
concerned, Draw Plus is excellent. In fact, 
almost ever other CAD program supports 
a save/load format which allows an ex- 
change of Draw Plus files, indicating that 
this Aegis product has been accepted by 
the competition as something of an indus- 
try standard. 

Like IiitroCAD, Draw Plus was de- 
signed to run on the Amiga, and its 
friendly command stmcture is excellent. 

DynamicCAD takes all the 
mystery out of the creation of 
arcs an(j han(jles the task 
with intuitive logic. 

Nearly every feature can be selected di- 
rectly from the keyboard or witli the 
mouse. This makes issuing commands 
both intuitive and quick. The program 
has aU the most often-used features a 
draftsman needs, plus the test dimension 
tool on any product I've tried. Th measure 
two points and have the dimension auto- 
matically recorded and inserteti (includ- 
ing directional arrows) on your drawing, 
all you need do is pick the points %vith the 
mouse pointer and click. Tbxt too can be 
inserted either on a horizontiil or vertical 
line and sized to suit your needs. Draw 
Plus supports both rolor and multiple lay- 
ers and can open as many \n owing win- 
dows (or different drawings) as your sys- 
tem's memory can accommodate. The pro- 
gram can produce images with accuracy 
as critical as 1/1000 of an inch. 

Not only is Draw Plus powerful, but it 
also feels good. What I mean is that the 
program responded as I expected, so I 
could concentrate on drawing rather than 
the program's commands and environ- 
ment. Fm sure, given enough time, I 
would feel that way about all of the pro- 
grams. But I appreciate a program which 
responds as 1 would expect it to, rather 
than forcing me to respond the way it 
wants me to, and Draiv Pius does just 
that. As the saying goes, "time is money" 
and time spent learning a new program is 
time which could have been spent work- 
ing rather than getting ready to work, 
Dmw Plus is so easy to master, little time 
need be wasted learning the program. 

The program's well-written manual is 
complete and comes with examples to 
make understanding each of the pro- 
gram's features easy. Draw Plus is not 
copy protected and will operate on as little 
as 512K of memory, but one megabyte is i 



recommended for 640 x 400 resolution dis- 
plays. The program requires two floppy 
drives or a hard drive and will work with 
the AProDi-aw tablet. 

DynamkCAI) V2.3 

As far iis 1 know, DynamicCAD was the 
very first professional CAD program to 
reach the Amiga market. Although the 
program was designed for the Amiga (not 
ported over from another system), its com- 
mand structure was heavily influenced by 
MS-DOS programs (home of the reigning 
CAD heavyweights in 1986). TTius, its 
command stmcture is not as gracefiil as 
many dedicated CAD programs which 
have followed. Although it may not be as 
fi-iendly to use, it is powerful. 

With that said, let me quickly add, to its 
credit, the program does employ an icon 
tool b;ir, which none of the newer pro- 
grams chose to include. This tool bar is 
similar to the one used by DeluxePaint 
and most other paint programs. Thus to 
put the program into special modes (like 
enter, line, air, group, edit and measure) 
you simply click on the icon and the mode 
is selected. 

But most controls are selected by a com- 
bination of keystrokes and mouse input. 
For example, U) draw a line you would 
first press "E" (for enter) and then "L" {for 
line), or to enter text you would begin with 
"E" again, but follow that with an "A" for 
alpha characters. Once in text mode you 
simply type into the requester space, hit 
RETURN, and the text is inserted where 
your cursor is located. 

A single command line at the top of the 
screen prompts you to what commands 
are cuixently operative. As you select an 
option (hy pressing a single key) the infor- 
mation on the line changes to trace your 
command path. Once you memorize the 
program's commands, mastering the pro- 
gram is as good as done. And until you 
learn the different commands, you can get 
on-line help by just prassing the '?" key. 
Three pull -down windows, which are acti- 
vated by the mouse, not keystrokes, finish 
out the command structure. 

The program handles some features de- 
lightfully well. I particularly like the pro- 
gram's solution to defining arcs (an often- 
required task, which demands exact, but 
often difiicult to pinpoint placement), 
DynamicCAD tiikes all the mystery out of 
their creation and handles the task with 
intuitive logic. You begin an arc by pick- 
ing the starting point, then the point 
where you want the arc to end, and last 
you pick the radius of the arc. Not only is 
that logical, but the screen defines the 
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tJiree key points of the arc by displaj'ing a 
triangle (which changes sizes as you move 
the mouse) to show where the arc will 
stfirt, stop and arch to. 

DynamicCAD incorporates nearly ev- 
ery feature a CAD user could want includ- 
ing multiple layers, grids, snap to, groups, 
parts, weighted lines, fill, symbols and 
text. 

The way it handles grids is also worth 
mentioning. As any architect will tell you, 
a grid is the working foundation of any 
drawing, and one of the strengths of all 
CAD programs is the ability to display 
and change the size of the working grid as 
well as force the elements of the drawing 
to snap to the grid's intersecting points. 
With most CAD programs you must 
change the size of the gind in order to have 
the drawing snap anywhere other than 
the intersections, but DynamicCAD went 
one better. It aUows you to define a grid 
and then toggle the drawing to snap to dif- 
ferent combinations. As an example: If 
you were drawing using incha? as a mea- 
surement, you might define your grid to 
represent .25-inch squares. Then by using 
DynamicCAD's unique grid toggle, you 
could have the drawing snap to every .25- 
inch intersection for one entry and then 
switch to snap to eveiy other grid (.50- 
inch points) next. This grid-snap solution 
is elegant, fast and functional. 

One other important feature is how well 
the program responds to mouse instruc- 
tions. Any of you who have spent any time 
with other CAD programs or paint pro- 
grams will have experienced the frustra- 
tion of watching an intended straight line 
develop a kink as soon as you click the 
mouse on the anchor point, I've learned 
you can avoid this "kink" problem by roll- 
ing the mouse slightly forward before an- 
choring horizontal fines and a bit to the 
left before anchoring vertical lines. But 
with DynamicCAD I don't have to remem- 
ber to oversteer the mouse, the program 
adjusts beautifiilly and professionally to 
eveiy command. I've yet to have a single 
line kink with the program. 

DynamicCAD is not copy protected and 
will operate on as little as 512K of mem- 
ory. The program comes on three disks 
and includes sample drawings. The pro- 
gram can easily be installed on a hard 
drive and will work with the AProDraw 
tablet, David Boyles, Microlllusions' Di- 
rector of Marketing, tells me that no up- 
dates o[ DynamicCAD are in the works 
and plans to market a new program, 
called DynamicCAD Electronic Designer, 
have been put on hold. 



PRO-NET V2.0 

PRO-MET is a specialty CAD program 
for designing electronic printed circuit 
boards. If I were a design engineer I would 
probably get pretty excited about this 
product, but since I am far from that sta- 
tus (and have the humble paycheck stubs 
to prove it), 1 can simply tell you what the 
program does, and my impressions of how 
well it handles those chores. But for any 
electrical engineers reading, let me add 
that I did invite Tbm Phelfs, (a genuine, 
9-5 electrical engineer) over to give the 
program a try, and he left excited. I hardly 
know the difference between a resistor 
and a capacitor, but Ibm not only knows 
the difference, he spends every working 
day designing them, using mainframe 
CAD. Briefly, he v/aa impressed with the 
program's logic, power, ease of design, ex- 
tensive parts library (three disks full), 
speed and professional tools. 

The program has a powerful set of sche- 
matic capture commands including giids 
(as small as .025 inch), rubberbanding, 
bus bundle, move, copy, parts, label, flip, 
fill, edit, drag, Koom, dot, circle, box, are, 
layers, color, and weight a.ssignment (to 
ensmie impoi-tant signals get top priority). 
And, as you would expect, it comes with a 
healthy collection of electronic parts and 
schematic templates. You can easily cre- 
ate any part it doesn't have with the CAD 
program and save to a library' disk. 

The intuitive interface makes 
it simple to learn PRO-NET 
commands without having to 
memorize a manual 

The program's interface is a little difler- 
ent from most Amiga programs, but once 
mastered it's easy to use and fast. Rather 
than using icon tools or menus, PRO- 
NET uses the single row of fimction keys 
to guide the user through each task. At 
first we found this interface a little confus- 
ing, but once understood its features and 
structure became second nature. The 
available options are always displayed in 
a row of windows at the bottom of the 
screen which echo the function keys. 
Thus, as you walk through each com- 
mand's pa til, the functions change. 

Once the interface is understood, the 
fastest way to unlock PRO-NETs power 
is to let your left hand rest on the fimction 
keys while your right hand drives the 
mouse. This let^ you quickly key through 
the options and use the selected tool with- 



out either delay or over-exercising the 
mou.se. This intuitive interface makes it 
simple to learn PRO-NET commands 
without having to memorize a manual 
(which is fortunate, since the package's 
single weakness is its lightweight docu- 
mentation). 

One very welcome feature is PRO- 
NETs, ability to automatically assign de- 
^ice numben; parts, so you don't have to 
manually remember which you have 
placed on the board. The program vrill also 
create an ASCH file (which you can edit or 
add to manually) which fists all the con- 
nections between devices on each diagram. 

The progi'am i^uires a minimum of 
one megabyte of memoiy to operate, em- 
ploys layered designs and will output to 
any Epson or Hewlett-Packard printer, as 
well as the more populai- plotters. The 
package's four disks are not copy protect- 
ed, and PRO-NET can be installed on a 
hard drive. 

AProDraw 

Regardless of how comfortable you feel 
with a mouse as an input device, the feel 
of that eliustic ball never matches the re- 
sponse of a pencil point on paper, lb the 
rescue of those looking for a more tradi- 
tional input device is R&DL Productions 
with AProDraw. Although the name 
might make you think it is a paint or 
drawing pn)gram, it is neither. Instead 
AProDraw is the name of a package which 
includes a 12 x 12-inch Summagraphic 
graphic tablet (an industry standard), sty- 
lus, cursor and software driver. Actually, 
the tablet is 16 x 16 inches in dimension 
but only the inner 12 x 12-inch square is 
sensitive to the stylus or cursor. 

Here's how it works: First you plug the 
cable from the tablet into the Amiga's ser- 
ial port and the power coni into an electric 
outlet (the tablet does not burden the com- 
puter's power supply). Activating the soft- 
ware which controls the board is simple — 
you just click on an icon, and the lx)ard 
comes to life (the software' is not copy pix)- 
tected and can easily be added to your 
Workbench disk). Once you've done that, 
both the stylus and cursor (it looks like a 
mouse with cross hairs) will respond when 
they are moved. They, in effect, become 
your mouse, and the tablet mirrors your 
screen. This does not de-activate your 
mouse, BO you are fiiee to use whichever 
input device is more appropriate for the 
task at hand. 

At present, the driver will not work 
with all the CAD packages on the market. 
The version I use worked well with X- 
CAD, Draw PIili and DynamicCAD, but 
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it did not work properly with IntroCad. 
Eacli time I accessed either disk drive, us- 
ing IntmCad, the tablet simply died, leav- 
ing only the mouse activated. The people 
at R&DL Kiy the next version of the soil- 
ware driver will resolve the remaining 
software conflicts so AProDraw can be 
used with any CAD program. 

The only real complaint I have with the 
board is that it ties up the serial port, so 
unless I invest in a switching box, I can't 
plug both my modem and AProDraw's 
board into my system at the same time. 

Which CAD Do You Need? 

If anything is certain concerning the 
software industry, it is that things will 
change. This is especially true of CAD de- 
velopers who ait; not only introducing new 
products but iwi also constantly ujxiating 
and improving current programs. Without 
knowing your individual drawing needs 
(and remember— not everyone needs a 
CAD program), here's the way I judge the 
current CAD crop: 

If you are a builder, working mostly 
with residential property, HamcBuilders 
CAD will be a great aid to your business. 
It is simple to use and offers plenty of cost- 
estimating help. Its drawings and prin- 
touts aren't nearly as det,iiled as true 
blueprints, but for the builder this CAD is 
the best bet. 

If you aren't sure your needs justify a 
professional CAD program or your draft- 
ing requirements are restricted to single- 
layer drawings, you can't beat IntwCAD 
for its combination of high power at a low 
price. Its true Amiga interface makes it so 
easy to use, I never bothered to read the 
manual until I began this iuiicle. 

If you are an electronic engineer, buy 
PRO-NET. Yes, it is expensive, but you 
should be able to recoup yoiu' investment 
with Increased productivity 

If you are a prafessional di'aftsman or 
architect, you have thit;e choices: The 
most professional land lx)th difl'icult to 
master and expensive) CAD package on 
the market its X-CAD Designer. It has ev- 
ery feature you would expect of a CAD 
program, plus it is super fast. Its present 
interface is not what most users would ex- 
pect from an Amiga progi-am, but once 
mastei'ed it's powerful and flexible. If 
you've updated to the Amiga from the 
MS-DOS world and are familiar with the 
programs on those systems, you will feel 
right at home with this one, since its in- 
terface closely resembles CAD programs 
for that system. 

WTiat about the other two Ci\D pro- 



grams? Without hesitation I pick Draw 
Plus as my CAD program of preference. It 
has plentj" of power, most of the features a 
professional would require (including the 
best dimension tool of any I've seen) all 
packed tightly around a truly friendly 
(combination keyboard' mouse! Amiga in- 
terface. Thus experienced Amiga usere 
should have this one up and running in a 
matter of minutes. Its single fault is its 
sluggish redi-aw^ fimction. This one has 
power, but lacks speed. That pi^oblem 
should be additjssed in the pixmiised up- 
date. 

DynamicCAD too has its strong points, 
but the copy I use (released 2/'20/87) still 
contains a few bugs. With those bugs 
eliminated, this would be a powerful pro- 
gram any professional would be delighted 
to use. Those who moved over to the 
Amiga from the MS-DOS world will espe- 
cially find this one interesting, since its 
interface parallels those of MS-DOS^X)m- 
patible CAD programs too. 

Other entries in the CAD arena which 
promise to be serious contenders are Pi*o- 
gressive Peripherals and Software's an- 
nounced, but yet to be releiised (or priced) 
UHmCAD and two new ones from Haitcx 
Resources. If y/fraCAZ) begins where //i- 
troCAD lets off and is reasonably priced, it 
should keep the competition on their toes 
while giving professional CAD users an- 
other hard choice to make. The two from 
Haitex (the distributors of X-CAD De- 
signer) will be a tme 3D CAD program 
and an entrj'-level CAD package for occa- 
sional users. Neither program names nor 
release date(,s) have been set. 

Do You Need A CAD? 

These are specialty programs, designed 
for drafting, and not everyone needs the 
power they offer CAD programs are de- 
signed to handle detailed drawing 
chores — not doodling (even though, tech- 
nicaUy, they could be used for such tasks), 
I'm sure most Amiga users could di^eam 
, up a reason for adding one of these to their 

software library, but I advise against 
! bujing one until you have seen one dem- 
j onstrated or have tried one yourself. Un- 
' less you have a specific need for a CAD 

program, you might find your investment 
j collecting dust. Just like buying an expen- 
'■ sive 18- wheeler to haul a bag of groceries 
' would be a waste of horsepower, using a ■ 
professional CAD package to turn out j 
simple sketches would be a waste of power 
And just as tractor trailers are designed to ' 
handle large hauls, but are hajiier to { 
drive and park than the family car, most , 
CAD programs are perfect for creating de- ; 



tailed and exact drawings, yet are more 
difiicult to master than the more popular 
paint programs. The bottom line is, if you 
have a need for a CAD program, there are 
good ones ready to use today. 

Let me end with one warning. While 
Tbm Phelps and I tested and discussed the 
different CAD programs, 1 asked him if he 
thought he could ever return to designing 
with paper and pencil again. He physical- 
ly choked at the very suggestion. Return- 
ing to a drafting table after mastering a 
CAD program would be like returning to 
a manual typewriter after experiencing 
true word processing. So unless you want 
to get addicted to a CAD program, don't 
try the fin;t one — Computer-Aided Design 
programs vrill take all the appeal out of 
approaching a blank sheet of paper with 
your T-square in hand forever 

Products Mentioned: <; 

Aegis Devolopment i, 

2210 Wilshire Blvd., Suite 277 

Stinta Monica, CA 90403 

(213)392-9972 

Draw I'lus 

$2S9.95 

EawWare 

2.') Bclair Road 

Wellsssley, Mj\ 02181 

1617)237-2148 

irnnreBuiJdoriCAD 

S199.95 

Haitex Rcixiuitcs 

208 Carroliton Park, Suite 1207 

Carrollton. TX 75006 

(2U) 241-8030 

XCAD [lesiKner 

(Develcped by Hmnis Software) 

$.')99.95 

Microlllusians 

17408 ChalsworlhStretl 

GninaiiaHill3,CA 91344 

(818)3(>0-3715 

D}'naniicCADV2.3 

$499.9,5 

Progre&sive Peripherals & Software 

4()4 Kalamath Street 

Dcnvor, CO 80204 

(.303182.5-4144 

IntroCAl) 

S79.95 

Pitilific Inc. 

1808 W. Southgate Avenue 

Fulterton,CA 92633 

(7141447-8792 

S473.00 

R&DLProdurtioas 

11-24 46th A^'enue 

Long Island, NY 11101 

(718)3924090 

AProf haw ( 12 x 12-inch Suramagrapbics tablet 

styliiii and cursor) 

$599.00 B 
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DigiTek 

Continued [mm page 77 

ing border to finish the box. The object is 
to box in at least 75% of the screen to 
make it to the next level. Unfortunately, 
it's not that easy because a rapidly-rotat- 
ing moving shape within the limits of the 
screen will take away one of your men if it 
touches you or part of the boK you are 
making during its travels. So, you have to 
be careftil when you leave the relative 
safety of the bordere to make a new box, 

OlJier nasties also patrol the border, 
forcing you to leave the surface to avoid 
them. It gets hairy at times, but a lot of 
thought, strategy and thin boxes that con- 
nect to form a bridge across the screen will 
allow you to finish the level. DigiTtk bet- 
tered Qix by placing a picture behind the 
screen so that as you box in a part of the 
screen, the picture underneath is revealed 
bit by bit. Various objects ily across the 
screen as well to make play easier or hard- 
er. If you touch clocks as they fly, the time 
allowed to complete a level is increased. 
Doors take you to the next level instantly. 
Money bap give points, hearts give extra 
Uves, and tubes give you extra drawing 
speed. One last change makes Powerstyx 
even more challenging. Letters appear in 
the screen fixim time to time. If you sur- 
round a letter with a box, it drops into a 
rectangle at the bottom of the screen. If 
you get enough letters, they spell the sub- 
ject of the picture behind the screen and 
you go to the next level. With all of these 
features, Powerstyx made a dedicated fan 
out of me. 

Finally, Western Games completes Digi- 
Tbk's newest batch of releases. It takes 
popular sports games to new heights (or 
depths, some might think) with the follow- 
ing events: Armwrestling, Beersh(>nting, 
Quid-Spitting, Dancing, Alilking a ' Eat- 
ing Competition. Each of the even kes 
place in an Old West setting, with , 
competing against the same oppone.. - 
McSlow, a huge brute of a man. I'll only 
describe the events that are not self-ex- 
planatory. But, be sure that they are all 
fim, will give your joystick a workout and 
are hard to master, but easy to play. 

Beershooting is target practice with 
beer glasses, shot glasses and other drink 
containers. 'I\vo trembling lads hold up 
mugs, etc, that you must shoot before your 
opponent hits them. If you get all six be- 
fore McSlow hits any, you win. Quid-Spit- 
ting involves chewing a quid of tobacco 
and trying to get it into a spittoon. A truly 
disgusting event, but it fits well in the set- 
ting. I guess it's the javehn throw of West- 
em Games. Dancing is a silly event in 



which you must mimic the steps of a 
showgirl. Milking makes you pull on a 
cow to try to get the most milk. Finally, 
Eating Competition is a stew-cating event 
to try to finish your tureen quickly tefore 
the opponent, McSlow. All events are 
colorfully decorated. The graphics sut; 
great and the sound effects rank well. 

Future Plans for Di^Tek 

The future looks very bright for Dip- 
Ifek. TXvo of the games scheduled to be re- 
leased by tiie time this article appears are 
destined to become classics and may bring 
DigiTbk up to the level of such software 
companies as Cinemaware or Accolade. 
At the very least, these two games will 
make everyone at DigiTbk more comfort- 
able with their position in the software in- 
dustry. The games I'm referring to ai^e The 
Cyber Complex and North Sea Infenw, At 
press time, I'd only seen a demo of North 
Sea Inferno and nothing at all of The 
Cyber Complex except a very interesting 
description of the game. 

From the sounds of it, North 
Sea Inferno w\\ be intense. 

The Cyber Complex takes place in an 
underground city in the twenty-first cen- 
tury. The city is ruled by a paranoid su- 
percomputer that is afi"aid that supcrin- 
telligent [XK)ple will reprogram it. People 
in the underground society are measured 
in intelligence by the color of the shirt 
that they wear. The people with red shirts 
are the smartest and a threat to the com- 
puter The computer assigns you to dis- 
pose of the "red shirts." You start out with 
a green shirt which changes colors over 
the course of the game as you kill morie 
rebels and pick up more knowledge from 
them. Periodically, the computer tests 
your intelligence and at one point in the 
game, you are given red shirt status. Now 
you must join with the rebels to defeat the 
computer— a role reversal. 

Although I haven't seen this game, it 
sounds very complex (no pirn intended) 
and a great advance o\'er other products 
Tve seen fixim DigiTbk. The Cyber Com- 
plex is certainly an innovative and highly 
unique idea, and I can't wait to see it. 

The North Sea Inferno is a James Bond- 
type game in which you must defeat ter- 
rorists who have taken over an oil rig, 
captured hostages and planted a nuclear 
bomb. After terrorists attacked the rig, 
some people attempted escape in helicop- 
ters. Unfortunately, the vehicles crashed 
head-on and you are the only survivor. I 



You must make your way back to the rig 
and infiltrate the structui'e. You have 
many weapons at your disposal, and there 
are many diflerent views and levels to the 
game. Johnson stated, "It's taken ovei' a 
year to put together — that almost guaran- 
tees good cjuality. We'll never be able to 
import North Sea Inferno the way it is to 
the 64," Prom the sounds of it, North Sea 
Inferno will be intense. 

With all this talk about the Amiga and 
what it can do, you may be wondering 
what hapt»ned to the Commodoi"e 64. 
Don't fret, becau.se Johnson believes, 
"Commodore plays a major role in this 
company with the 64 and the Amiga. The 
Anriga is a computer that really brings 
out the best in the programmers as far as 
entertainment software is concerned, but 
the 64 .still has life too." As proof of this, 
you am find the following DigiTbk titles 
for the Commodore 64; Hollywood Poker!, 
Vampire's Empire, Hole-In-One Miniature 
Golf, The Cyber Complex and VVet/ern 
Games. 

In any case, the Amiga figures promi- 
nently in the design work of Digilhk in 
the future. Johnson said, "The Amiga can 
do even more than the arcade at this point 
with music and graphics that you can nev- 
er find in the arcade. Hook up a stereo sys- 
tem to your Amiga and notice the excel- 
lence of the masic. As far as games on the 
Amiga, we haven't even touched one per- 
cent of what the machine can do. We real- 
ly believe that the Amiga should lxK:ome 
the computer of the future, and we'd like 
to help it reach that level. It will certainly 
be a very big part of the projections of Di- 
giTbk into the future." 

Johnson sees DigiThk's goals as the fol- 
lowing: "Tb establish DigiThk as one of the 
major software companies in the United 
States, to enjoy what we do and have a 
good time producing, designing and play- 
ing games and to i-elease at least 12 titles 
a year, with six heavily advertised. Those 
are the goals that we've set for ourselves." 
DigiTbk has already met the latter two 
goals. Whether DigiTbk becomes a major 
soilwarc hoase is something that's still to 
be determined. But if what we've seen 
from DigiTbk in the past year is an accu- 
rate indicator of what's to come, we may 
be playing DigiTbk games for a long time. 

The company has come a long way, and 
I believe that DigiTbk will outlast all of 
those cheapo, thrown-together companies 
— let's wait and see. 

/ li-ould like to personally thank George 
Johnson for taking the time to he inter- 
vieu^d and for providing the DigiTek 
products critiqued in this article. B 
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Pumping GEOS/Brian Dougherty 

Continued from pafie 64 

Paint drivers in ways we never anticipat- 
ed. We basically created them so that you 
could do t\voK»lumn output fixim Write. 
But some people have used the drivers to 
do color printouts, 
Jordan: How? 

Dougherty: Well, Write and Publish are 
black and white programs, right? By 
printing their output to a gevPaint file, 
they could then load the resulting file into 
Paint and color it just like they would any 
geoPaint document. That's a great use. 
Jordan: One of the biggest complaints I 
hear about GEOS and its whole family of 
products is that it's slow. 
Dougherty: I think it's true if you're mn- 
ning a 64 with a single disk drive. But 
then, there's nothing else out there that 
will let you create the kind of pages that 
you can with GEOS. So at least you can 
get it done. Our iuiswer to those who are 
really boUiered by performance is to get 
an REU [RAM Expansion Unit], 
Jordan: I agree. Using an REU is a truly 
liberating experience. Well, can you han- 
dle one more user complaint? Did you 
know there's a bug in the 128 version of 
PainP. You ciinnot always locate your 
pkel cursor on the pixel you want. It 
seems to skip over every other pixel at 
times. 

Dougherty: I think that's actually the 
speed of the input driver If you go in and 
change the mouse speed — slow it down— 
you'll be able to do it, 
Jordan: Is there a version of 2.0 for the 
128 out there on the horizon? 
Dou^erty: That is defmitely going to 
happen. 

Jordan: Can you give me a date on that? 
Dougherty: (Laughing! Well, we don't 
want to get into vaponvare, but it will be 
sometime soon. We have our beta test 
copies out right now along with prelimi- 
nary documentation. 
Jordan: How about a geoPublish 1281 
Anything happening on that? 
Dougherty: No, and there probably won't 
be. We wrestled with this one for a long 
time. When you think about it, the main 
reason people want 128 versions of appli- 
cations is to get the 80-column screen. 
With geoWrite this is really important. 
But with Puhliah you have the ability in 
the 40-column mode to work on the entire 
page. 

Jordan: Using the Preview mode. 
Dougherty: Exactly. The only place 80 col- 
umns might buy you something is when 
you zoom in for detail work. There are 
cases where 80 columns is better for that 



and cases when it isn't. We saw that an 
80-column version of Publish was going to 
be a lot of work, but would it be a lot bet- 
ter? 

Jordan: Okay, let me switch topics. Is 
there £my way you could get GEOS in 
ROM, on a airtridge or something, so the 
user could just turn on his computer and 
see the desklbp? 

Dougherty: We are finally at the point 
where I would agree with you. Before 2.0, 1 
would've .'^aid if we put vereion 1,2 in 
ROM what would we do when we ciune 
out with vei-sion 1.3? A piece of software 
needs to evolve to the point where it 
makes sense to put it in ROM. But this 
idea is something to be thought about. 
Jordan: How would or could you do it? 
TOth a lot of people using the REU that 
sort of takes away the cartridge slot. 
Dougherty: Not really. It turns out the 
REU has ROM sockets in it. You could ac- 
tually open up an REU and stick a ROM 
in there. So it could be done that way, 
Jordan: That would be fantastic. Do it. 
Speaking of the REU, do you happen to 
know if a penson can use the 1764 with a 
Commodore 128? I've been doing it, but 
the 1764 manual states expressly that the 
1764 is not intended for use with the 128. 
Dougherty: The only difference between a 
1750 and a 1764 is a resistor, I don't think 
Fve ever tried a 1764 on a 128 that it 
didn't work. 

Jordan: What about the 1750? They seem 
to have disappeared from the market- 
place, and nobody is saying if or when 
they'll return. 

Dougherty: We've been pounding on 
Commodore to supply more of them. We 
ran a promotion in geoNews to sell the 
1750's directly, jmd we sold all of them. 
They're still in demand. I think the real 
story has to do with the DRAM shortage 
which was caused by government trade 
legislation. Anyway, Commodore can't get 
all the RAM it needs to build the Amiga, 
the 128, and the 64, so it becomes a ques- 
tion of prioiities and economics. My feel- 
ing is that the incentive just isn't there for 
the 1750, 

Jordan; What are some future develop- 
ments we can look forward to seeing from 
Berkeley? 

Dougherty: We plan to come out with sig- 
nificantly enhanced printer drivers. Print- 
ers are capable of higher resolutioas than 
you can get with the existing drivers. In 
fact, I just saw the output fixjm a Star NX- 
10 that almost looked like Laser Writer 
output. It came fixim a guy in Germany 
who wrote his ovm printer driver. 
Initially, it was a huge undertaking just 



to develop printer drivers that worked 
with all the different combinations. Now 
we're ready to go forward with enhanced 
drivers, 

Jordan: You've moved into the Apple mar- 
ket; any chance you'll move into the PC 
market? 

Dougherty: A company like ours would 
have to be crazy not to be looking at the 
PC market. But we have no announce- 
ments to make at this time, 
Jordan: Do you worry about offending 
Commodore users with your ventures in 
Apple-land or maybe eventually IBM? 
Dougherty: Yes. But we have a much bet- 
ter position in the Commodore woHd than 
anywhere else. For example, our Apple 
version of GEOS competes with one of Ap- 
ple's own products, Appleworks. But with 
Commodore we are working with the 
manufacturer. Also, the Apple market is 
harder to reach. There are only two main 
magazines devoted to Apple while the 
Commodore market has three big ones 
plus several sizable smaller publications. 
Jordan: isgeoBASIC ever going to be in- 
carnated? 

Dougherty: Oh, yes. And it's got some tre- 
mendous capabilities, both for graphics 
and music. 
Jordan: How soon? 

Dougherty: That's a good question. But 
some day. And it really is a good product. 
Jordan: Is it more powerful than Abacus' 
BASIC? 

Dougherty: Yes, we think so. For exam- 
ple, it has sprite editing and animation ca- 
pabilities, very sophisticated. And fast. 
Basically, for animation what you do is to 
give the sprite its pictures [images], then 
set the rate of sequencing those pictures 
and the velocity of movement. It does all 
this in assembly code every sixtieth of a 
second. 

Jordan: It's interrupt-driven. 
Dougherty: Right. We've had some pro- 
grammers here do some real neat games 
in BASIC with smooth, fast animation. 
JordiUi: Speaking of games, any enter- 
tainment software in the works from 
Berkeley? 

Dougherty: Yes. We have a sea warfare 
game where you try to take over a whole 
island. It's kind of like Risk with anima- 
tion. AJso, it's a little like an old Inteliivi- 
sion game called Sea Battle. 
Jordan: Do you ever still get down and 
hack? 

Dougherty: Yeah, from time to time. 
Jordan: Just to stay in touch? 
Dougherty: Yeah, basically. When you get 
into the management end of things it's 
kind of like driving a boat — you don't 
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have a real direct influence on things. You 
kind of push people in directions. On the 
other hand, when you're programming 
you have 100'^' control over the prtxluct, 
tliat little world that you program in. 
Jordan: How tough was it to start a com- 
pany from scratch? 

Dougherty: A lot tougher than when I got 
into Imagic. [Dougherty was one of the co- 
founders oflmagic, a video game company 
in the early W'sJ With Imagic, we got two 
miUion dollars in venture capital and 
within six months of selling the first prod- 
uct we had grossed 30 million dollars. I 
thought making money was the easiest 
thing in the world. 

Then in '83 the video game industry got 
saturated. Starting Berkeley was a lot dif- 
ferent. I talkec) to some venture capitiil- 
iste, but they wanted a much larger [jer- 
centage of the comptmy than before — 
70%. So I started Berkeley with my own 
wallet. I did go to some friends also, but it 
was mainly my ov\ti company. 
Jordim: Do you now feel solid about 
Berkeley? 

Dougherty: Yes. We didn't go after the 
kind of explosive giitiwtli that 1 had exper- 
ienced at Imagic. it was more controlled, 
stable. 

Jordan: How big is Berkeley now? How 
many engineers do you have working? 
Dougherty: Eighteen. 
.lunhui: Customer sei-vic^* people? 
Dougherty: Six and they cim't keep up. 
Fortunately, with Q-Link we have a veiy 
effective way to deal with user problems. 
We really believe in the teleconununica- 
tions aspects of computing. 
Jordan: Any chance we'll ever see another 
of those explosions? 

I>(mgherty: Oh, yeah. It'll happen. In fact, 
we think there's an opportunity that will 
be developing in the next two years. 
Jordan: In the eight-bit noarket? 
Dougherty: [Laughing] 1 can't say too 
much. Steve Jobs used to say that a ship 
leaks from the top. 

J(>rd:in: Will it be a software or hardware 
explosion? 
Dou^erty: I can't say too much. 

After talking with Mr. DougJwrty I felt 
quite happy about the immediate future of 
Commodore eight-bit computers. Vve had 
a ciiarice to play with geoBASIC and 
GEOS 128 2.0 at well as a brand new ap- 
plication fmm Berkeley vailed geoChart 
(see the 'Tumping GEOS" sidebar). There 
w a lot happening at Berkeley and all of it 
bodes well for us 64 and 128 users. 

Okay, break's over. Get back in tfiere and 
start PUMPING GEOS! Q 



64 and 128 Software Reviews / Rockford" 

Continued from jmge 20 

ajnassed in the depths of the castle. 

This change in scenery does wonders to 
fawhen things up for veteran miners. And 
as the insightful have pnibably already 
gue.ssed, with renovated suiToundings 
comes renovated dangers. Those who are 
used to fending off past undergnjund nem- 
eses like fireflies, butterflies and amoebae 
will have to develop new strategies to deal 
with such bizarre otiemies as flying toast, 
Lumbleweeds, comets, dancing skeletons 
and pizzas. There's something for every- 
one. 

lb add some colorful background to 
each environment, a user's manual has 
been packaged to entertain and inform. 
Unfortunately for newcomer, although 
the authors have gone thniugh sonu! tmu- 
ble to include plenty of imaginative he- 



Dig This: 

HowToHaveAG'day 

Down Under 

Listen up, seasoned spelunkers: no mat- 
ter how good you think you are% if you 
don't watch yourself this game wUl buiy 
you alive. It baits player uinlidence by 
starting with a couple of intermediate 
caves, and then suddenly shifts into high 
geiur, letting those with a false sense of s<'- 
curity quickly dig their own graves. Be 
patient, observtmt and learn fiTum youi' 
mistakes— there'll be plenty of them. The 
user's manual drops a couple of player 
hints worth looking at, so be suib to check 
them out. Below, I've added a few tips of 
my own. 

• Every one of your enemies has a certain 
pattern in which it moves. Experienced 
players have probably noted imd memo- 
rized those of the old foes from previous 
Dash environments. In these new neigh- 
borhooAs the names may have chmged, 
but many of the enemy duu-artenslics tv- 
main the same. Ona.^ you am be sua' of 
how your opponent will travel, it becomes 
easier to devise ways to circumvent or 
eliminate him. Take note: there are more 
predictable elements at work than first 
meets the eye. 

• In some cave puzzles, you will have to 
open faucets to let cei-tain liquids, flow 
through the tunnels. In tliese grottos die 
paths you dig take on iui added impor- 
tance, smce they will be used to du-ect tiie 
liquids to specific areas of tlie cave. Be 
careful not to create too many open, u.se- 
less routes in your travels. If you find that 



tional history for each new world, they've 
forgotten to outflne the rudiments of play, 
like how to dig, move objects and exit. 
'I'hey must have figua-d that anyone who 
lxM)ts up this contest must have already 
exjx;rienced the other Boulder Dash offer- 
ings—and it might be wise to take this as- 
sumption as an indirect warning. These 
are tough mazes with some extremely 
complicated puzzles. Novices would un- 
doubtedly be bettei' oil' getting some train- 
ing from the earlier adeases before at- 
tempting these stifier challenges. Other- 
wise, things might tend to get fhistrating. 
Hiickfoni: The Arvade Game successfiil- 
ly ciu-ries on the Boulder Dash tradition of 
masterpiece play. Designer Fernando 
llunxTa has once again discovered that 
|)erit!ct blend of brain leaser and reflex 
test, pnjviding a contest that's as dilticult 
to put down as it is to win. Dig in. g 

you\'e inadvertently provided a couple of 
ojunteipaductive intei-sections or paths, 
use yuui- Rockford as a mobile plug to help 
steei- the flow to its planned destination. 

• Each awe has a time limit in which 
your sunxigate nmst excavate and exit, 
and mure often tlian not this mnning 
clock will i)e your undoing. You'll be 
heavy m thought, strategically tunneling 
and collecting your loot when the im- 
watched seconds suddenly iim out. Play- 
ers will be quick to re-alize that this game 
nijuire.-) .swift execution — a skill that can 
only come from the experience gained 
thnmgh a number of uasuccessfiil at 
tempts. Have patienre to first map out a 
Lxjnvct route, and then ieiuii to traverse it 
at high speed. 

What can be veiy helplijl m the plan- 
ning stage is a tvuple of liockford scoutmg 
juns. If you're digging along and it be- 
comes obvious that you will not success- 
fully reach your quota in the allotted 
time, forget treasure-gathering and use 
the waning seconds for exploration. Move 
funvard and e.\amine upcoming rock for- 
mations, enemy positions, la-iismv group- 
ings and exit locations. You might even 
want to experhnent with the a*sults of cer- 
tiiin tuimeling maneuvers. Doomed Rock- 
fords might as well invest their time col- 
lecting mformation for future miners. 

• Keniember, you usu<illy don't have to 
Lollecl ever>' piize from a cave to unlock 
tiie exit door 'I'lie progranu lid's have cre- 
ated plenty of timtH^ating, dangerous 
treasure clusters tliat aa' designed to di- 
i«tly ur indirectly do you in. Learn to rec- 
ognize a trap. You get just as many points 
for eas>" pickings, so why take unneces- 
.saiy chances? 
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option sends the program quickly search- 
ing through my files for dates which 
match the parameter 1 defined and only 
those are copied. 1 love this feature. 

The program includes most 
of the commands you'll need 
to manage your disk files as 
well as options to create 
directories and format disks. 

Another time-saving option for those of 
us who have a hard time managing a 
graphic library is the utility's ability to 
display IFF files (using any resolution in- 
cluding HAM images). With it you can 
quickly view all your files, organize them 
according to content, rename any with 
misleading labels and delete any you no 
longer need. The power of this option is 
that it lets you go through scores of im- 
ages, created with different graphic pro- 
grams very quickly. This option is simply 
for viewing files, and there are no printout 
or editing options included. 

For those who want to edit sequential 
files or perhaps write batch files to ex- 
ecute, the program includes an option to 
summon up AmigaDOS' own screen edi- 
tor— ED, Providing the file you select to 
edit contaias no binary code you can view, 
edit or print it with this option. Because 
most word processors insert special codes 
to format text, you will not be able to view 
or edit them with ED, The document 
doesn't mention it, but I'm sure you could 
substitute your favorite editor here by 
simply moving it to the C directory and 
renaming it ED. 

I did find one bug in my copy of Ultra 
DOS Utilities which I discussed with pro- 
grammer Mark Brannon. Apparently it 
got past him because Ultra DOS Utilities 
was developed on a hard disk drive with 
the needs of hard drive owners in mind. 
Thus the single bug, to which only users 
of dfO: and dfl: are susceptible (single flop- 
py or hard drive users are safe), slipped 
through development. (Brannon assured 
me the problem would be fixed on future 
releases.) Here's how the bug bites and 
how to avoid it. 

Let's assume you began your session 
with Ultra DOS Utilities in dfD: but have 
replaced it with another disk and yet an- 
other disk is in dfl:. Next you decide to 
edit a file on the disk now in dfO:. When 
you select this option, the program will 



prompt you to insert Ultra DOS Utilities 
in "any drive" so it can load ED from the 
C directory (this requester would never 
appear if your SYS: drive were a hard 
disk). So you t<ike out the disk with the 
file you want to edit and put Ultra DOS 
Utilities in dfD:. After it loads and runs 
ED, the program will prompt you to put 
the original disk back in "any drive." This 
is where you can invite the bug to bite. 
Rather than replacing the disk with the 
requested file in dfl): you pop it into dfl:. 
Everything appears to work fine until you 
exit ED (without viewing a file) and the 
iTiquester window which pops up each 
tim6 you have changed a disk in dfO: or 
dfl: tries to open to get your choice of de- 
vices. Apparently the program expects to 
find the disk you took out of dfO: still 
there, but instead it finds it in dfl:, be- 
comes confased and locks you out of the 
system, A single-drive user, or anyone 
who had installed Ultra DOS Utilities on 
a hard drive (I detected the lock-out liefore 
installing it on my drive) would never en- 
counter this unpleasant experience, 1 
avoid the pniblem simply by installing 
Ullni DOS Utilities on my hard drive. 

Ultra DOS Utilities comes with a 23- 
page manual, which includes samples and 
screen displays to help you master the 
program. \Vhile I would prefer an ampli- 
fied document, this one serves its purpose, 
although 1 suspect novice users will have 
to play with Ultra DOS Utilities' options 
in addition to reading the manual to mas- 
ter all the power the program supplies. 
For instance, the program lets you set the 
size of the programs' copy buffer but 
doesn't clearly explain why this is impor- 
tant other than to note that 1(XIK to 2(X)K 
is normally adequate. Ultra DOS Utilities 
even lets you spawn a CLI window if you 
want to venture out into DOS on your 
own. While this option has its place (e.g., 
to run a separate program directly with- 
out quitting Ultra DOS Utilities, etc.) I 
suspect new Amiga owners will wonder 
why the program harbore the vet^' beast 
they bought the utility to avoid. 

"The program has lots of power and op- 
tions which any Amiga users will appreci- 
ate. But I especially recommend it to own- 
ers of hard disk drives. In my opinion the 
program is worth owning even if you use 
it for nothing but protecting the files on 
your hard drives. When you combine that 
feature viith the program's other powers, 
it is easy to understand why Free Spirit 
put the "ultra" in the name. While I'm 
still not convinced this is the "ultra" DOS 
utility program for the Amiga, it is a pow- 
erful tool worth owning. Q 
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for the ultimate battle, (which I won't give 
away). 

Summary 

Rocket Rangei's disk access speed is 
three times faster than standard Amiga- 
DOS, which means the graphi<s and 
sounds load extremely fast. Since the 
game is not copy protected, you can install 
it on a hard disk drive. The manual is 
very detailed and gives you a complete 
understanding of the game. You cim 
pause the game at any time by pressing 
the right mouse button. Othenvise the 
game is controlled by joystick. A unique 
feature of the game is called "ReelTklk." 
Actual digitized voices are used in sync 
with the character's lips to provide the il- 
lusion of actual communication. 

Rocket Ranger combines many arcade- 
action sequenres along with some amaz- 
ing speech, sound effects and stunning 
graphics to make it Cinemaware's best ti- 
tle to date. So, what are you waiting for? 
Stop reading, strap on your rocket pack, 
and blast off for your copy while there's 
still time! 

Hints and Tips 

• Warning! 'The following hints should 
be used only if you are in a tight jam. 
Rocket Ranger can be solved in about one 
to two hours, so u-se the clues below wisely. 

• Wait to rescue the scientist and his 
daughter until after the zeppelin htis tak- 
en them to Germany. This will take you to 
the dogfight scene where you may employ 
the following tactics: Just before the 
planes come out, position yourself in the 
center of the screen. As you see the first 
plane, open fire with your ray gun and 
don't let up. Although you might sustain 
a hit or two, most of the enemy fighters 
will be destroyed. When the rest come out, 
take defensive maneuvers and destroy the 
rest If done right, this will work every 
time. 

• When you are fighting a guard in 
hand-to-hand combat, use the following 
for a sure knockout: Keep your guard up 
at all times, and whenever the enemy 
starts to swing at you use either a left or 
right head blow, Riepeat this procedure un- 
til you have knocks! him out, 

• Whenever you are being interrogated 
by the Nazis in Germany, you can use the 
following answers to stive the scientist and 
his beautiful daughter (jmd yourself). 'ITie 
first response is "Ok, I'll talk," then select 
"Untie me first." This will allow you to 
take on the guard in hand-to-hand combat 
and fi^ee the captives if you win, Q| 
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Hardball: When playing the computer in the Champs versus 
All-Stars game, the ninth player in the Champs lineup, whether 
it be the pitcher or the a-cond baseman, has the best chance to 
hit the hiside the Park Home Run. Although it doesn't work ev- 
ery time, it's exciting to try. 

When he comes to bat, just pop the fire button to swing down 
the middle, wait for the good pitch and take a whack at it. Fhe 
connects and the ball either gets by the first baseman or third 
baseman and hugs the line, or if he hits a line drive that also 
hugs the line, get the batter running to the next base as soon as 
possible. Stay one step ahead of the runner by pushing the joy- 
stick and pressing the fire button in the dinjclion of the next 
base.If you do it properly, your runner will beat tiie tag. Don't 
stop running, since one stop on the base path is doom. 
VktarR.Heredia 
El Paso, TX 

Heart of Africa: If you tliink you are close to the tomb or if you 
are badly hurt, go to the nearest village and give the chief a 
lai^ amount of his favorite commodity and gifts. Alter a little 
of this, the chief will make you an honored friend. 

He will tell you that you never have to pay for food or canoes 
there. If you are close enough to it, he will tell you where the 
tomb is. Usually, he will also heal all your wounds. 
Malt Morrison 
Soldotna, AR 

Kikstart; If you think you won't make a jump, quickly move the 
joystick up and dovm, and you will gain altitude like nobody's 
business. It works, but you have to practice it. 
Omar Salinas 
Address Unknown 

Kung Fu: lb finish off the third floor guard, ixll you have to do is 
use a low kick on him several times. He'll die iBal easily 
Michael Wherry 
Address Unknown 

Labyrinth: I have found a little secret! 'I'he game only gives you 
13 hours to solve it, but if you don't think that's enough time, 
use the rule book until time is up. ITie computer wil! give you 55 
hours and 37 minutes to complete the game. 

I also found that if you call Ludo at the Goblin King's Castle 
he will come. You can call for as many mcks as it takes to throw 
to knock out the Goblins. If he doasn't rome, it is because you 
probably fell into the Bag of Eternal Stench. If this is the case 
you must use your perfume. 
RonaM Miller 
San Antonio, TX 

TTie Last Ninja: If you are having trouble getting the flower in 
the Palace Gardens, use the Glove which is in the Wilderness. 

If you are having trouble getting past the statue that throws 
knives, get as close as possible to it and start walking past it. 
When you see it throw the dagger, stop, then c-ontinue walking. 

If you can't find the hidden passage in the Inner Sanctum, try 
using the flower to touch the last vase in the room with all the 
vases in it. 
Brandon Neusckafer 
Lodi,NJ 



Legacy of the .Ancients: Viewing the Native Currency exhibit 
at the back of the Museum can be very lucrative. 
Peter Liang 
Ann Arbor, MI 

Legacy of the Ancients: If your Healing Herbs don't give 
enough hit points, then go back to the Herb of Life exhibit with 
a fbpaz Coin. Examine it, then use the Coin. Eat fitim it again 
and the Herbs will restore even more hit points, but as your lev- 
el increases so will the price of the Herbs. Even though they cost 
more, they are still worth the price. You can still buy the least 
expensive ones at Mazelton. 
Allen Morano 
Barstow, CA 

Maniac Mansion; TVy having Bernard fix the phone downstairs 
with the tools. Then call Nurse Edna with the phone number by 
Ibd in the Upstairs Bathroom. This will keep you from her while 
she is on the phone. You will also have a great tip on making 
prank phone calls. 
Aaron Maupin 
Fresno, OH 

Marble Madn^s: lb get an edge on the other player on the third 
level, hold the joystick in the southeast position for the marble 
on the left; and southwest for the marble on the right. Hold the 
button down at the same time, and you'll jump to the middle of 
the platform, which is a lot easier than navigating the normal 
route, 

Mtfe Boone 
West Chester, OH 

Might and Magic: Don't attempt to cross the Desert without 
your maximum number of Food Units. Each time you move in 
the Desert, one Food Unit is lost. If you ran out of food, your 
men start losing hit points. 
Brian Stephens 
Address Unknown 

Mindshadow: lb escape the Island you must find some Straw 
and Metal, plus a Vine and a Shell. Go to the cliff and drop ev- 
erything except the vine. Tie the vine to the rock and climb 
down to the Cave. Dig for and take the Map and Rock. Climb 
back up and get all the items you dropped. 

Go to the Hut and read the map. Follow the map, and you will 
find a chest with a bottle of rum in it, Thke the rum and reverse 
the map directions, going to the place at which you awoke. Drop 
Straw and Bang Metal with Rock. 

The ship's captain will w£mt something— give him the rum. 
On the boat, get the canvas, hit the man in the crew's quarters 
and go south. In the galley take the meat cleaver and use it to 
cut the anchor chain. When the boat stops do not go near the 
captain! Walk off the plank and onto the Royal Navy ship. 

Thke the sleeping man's hat and money Buy a fishing pole 
and fish at the pier. Read the paper and think Arcman. Go to the 
cafe and give her the hat. At the bar, examine your drink in- 
stead of c&inking it. Follow the man into the bathroom. Think 
about the T^'coon. On your way out, take and examine your hat. 
In the store say "Chandralt," Take the passport, go to the airport 
and hop onto your plane. 

Seareh the woods until you find a screen with two trees. Dig 
for the slip with acraunt number on it, then go to the bank and 
type in your number. Open your box and take the gun. Go to the 



112 FEBRUARV1989 



Gold Mine 

hotel room 207 and shoot man. 'Me message and examine it. 
Think William and ramplete the game. 
Justin Stephenson 
Eoamvilk, Indiana 

Miner 2049'er: The easiest way to advance to the next level is by 
holding down the fire button. You can also hold down the space 
bar and wait for about four seconds. 
Brum Waggoner 
Address Unknown 

Ninjai Thi.s will help you get a lot of extra points. Play the game 
as you normally would, until you reach Akumas Chamber. Once 
inside, collect the idol and move toward the wall. You will notice 
that you can walk through the wall. After exiting, watch your 
score increase infinitely. This does not occur one hundred per- 
cent of the time, so don't be discouraged if it doesn't work on the 
first try. 
Myron Brown 
CraigsvUle, WV 

The Pawn: When you are in the palace gardens enter the shed 
by usmg the metal key that you have with you. Thke the hoe 
and the rake (you will need them later). When you get to the 
path blocked by the boulder, (just below the snow-capped moun- 
tain), use the rake and the hoe to lift the boulder tt) get by it. 
Thke off your shirt, then tie the rake and hoe together with it. 
Lever the boulder with the rake and hoe, and you will be able to 
proceed up the mountain. 
Doug Cross 
Sellersburg, IN 

Phiintasic III: If you s;ive your characters before you send them 
to training, you can always reload your character and try again 
if you get low hit points. It's an easy way to get great charactere. 
Dan Scott 
Barrie, Ontario 
Canada 

Pharaoh's Curse: At the beginning of the game, it asks you to 
enter a password, lb get to level 2, type SPHINX, lb get to Level 
3, type RAIDER. 
Mark Keeling 
Address Unknown 

Pirates: You can gain tons of wealth by killing off your men be- 
fore dividing up the plunder. {I do not mean letting your men de- 
sert, they take gold with them when they desert,) One of the best 
ways to accomplish this is to attack a city with powerful fortifi- 
cations (such as Cartegana), which is within marchmg distance 
of a friendly port. Attack the town, and when you run very low 
on men, retreat. Then march to the friendly port, sell eveiythJng 
and divide up the plunder. 
Jeremy Hubble 
Bclton, TX 

Rambo: Release the finit captive, but instead of going to the he- 
licopter, release the others unmediately and then go up to your 
helicopter. This will save you more time. 
Danny Correia 
Saint John, New Brunswick 
Canada 



Return of the Heracles: Drop armor and gold to increase your 
dexterity and speed. Although the game can be played with over 
30 characters at once, I suggest that you use no more than three, 
as it gets too complicated, 
Steven Gabaris 
Flushing, NY 

Skate or Die: In the Pool Joust, your best bet is to wait until 
your enemy comes up to you and goes back down. When he does 
this, push the button so you will be right behind him. Stay be- 
hind him and when he goes up the side of the pool and starts to 
come down, he will come into you. Just press the button to hit 
him. 

When your enemy has the bopper, try to follow him but about 
two inches to the side. When he goes up to a boardslide, do the 
same thing and you will remain behind him. Just don't stay be- 
hind him when you both go up or he will hit you also. Just push 
up and go up alt)ng a path parallel to his. 
Frank Perri 
RiehmondHiU,NY 

Spy vs. Spy II: One way to beat the computer is to set its IQ on 1. 
When the game starts find him quickly, attack him from the 
right and jab the black spy in the stomach until his strength 
runs out. Fhe starts to run in circles, quickly catch him and 
start jabbing again. He is just trying to regain strength. Once he 
is dead find the missile parts and go to your submarine. It works 
every time. 
Jemmy Alexander 
Address Unknown 

Star Rank Hoxini;: If you are in deep trouble in a fight, press 
the Fl key to stop the fight and restart the game. I ase this tip 
all the time, ;md I'm undefeated at the rank of four-. When fight- 
ing Thunder Thompson, build up on strength. Once you've hurt 
hhn, just keep punching until he's down for the count. As with 
most human fighters, if you hurt them it's in the bag, 
MaU Johns 
South Euclid, OH 

Street Sports Hiiseball: When you are batting, the best time to 
swing at the ball is when it's about halfway to the plate. 
Lenny Vaysberg 
Brooklyn,NY 

Summer Giunes I: lb skip the 0[»ning Ceremonies, just press 
RUN/STOP and RESTORE simultaneously. You will immedi- 
ately go to the main menu of the game. 
Rob Ahramowiti 
Address Unknown 



Summer Games II: In the Javelin, just before you toudi the line 
push to the lower- left comer. You should get a minimum of 70 
yards, I hope it works for you! 
Patrick Pochino 
Address Unknown 

Treasure Isljmd: When you get the key fi^m Billy, go diiiectly up 
to his room. Don't forget to get the newspaper, as you will need it 
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later. Kick the door and type Put Key in Oil. Then use the key to 
open the chast. Get eveiything in it, then go out the window and 
down the tree. Keep on the well-traveled road. Keep going, and 
when you see the man by the tree (he'a mean), show the newspa- 
per to the doctor and the squire. 
Chad Rowiey 
Address Unknown 



Ultima r\'': If a character gets poisoned, try to get him to fall 

asleep via trap or monster. When he wakes up, he will be 

"untxjisoned." 

Jason Weidman 

Hellbmok.NY 



Ultimate Wizard: When you've chosen to play the game and are 
asked what level of difficulty you want, you can easily trick the 
computer. Just highlight "Castomi7.ed" and instead of putting in 
your construction dislt, just turn the disk over. This starts you oil 
on level 41. 
Matthew Stmh 
Port Humn, MI 

World Games: hi Cliff Diving, when you're diving you should 
first be at the top of the cliff. As you go into the water, don't turn 
your joystick left right away; wait until you're right in the mid- 
dle of the surface of the water and the oa'an floor Then turn ieft. 
This helped raise my world record ftxjm a 93 tfl a 98. 
Contributor Unknown 



Way of the Exploding Fist: This tip works when plajing 
against the computer on all but fiflJi Dan and occasionally Nov- 
ice. Right after you bow, do five consecutive flying kicks and one 
backward kick without releasing the button. The computer does 
a block and keeps it up while you jump past and nail your oppo- 
nent from behind. It works almost every time, but will take at 
least four seconds to perform. 
Mark Kennedy 
Bakemfield, CA 

Yie Ar Kung-Fu: When you encounter Nuncha in Stage 03, 
push up on the joystick and press the fire button and keep it in 
this position. When you do this, your man should go into a wild 
frenzy and start hacking away If you do this correctly, you will 
always be able to make it pasl Stage 03 with at least one energy 
point left;. This move will also help you get past other opponents. 
Zero Batsell 
Address Unknown 

Yie Ar Kuntf-Fu: When you are up against Pole, just pull back 
on the joystick and wait until he comes over to you and do sweep 
kicks. Your timing has to be just right! 
Eddie LeBaron 
Address Unknown 



Zork I: lb turn the sound otTin the Loud Room and get the 

platinum bar, just type ECHO, 

Mike Boone 

West Chester OH O 
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tunnels, overhead map of the tunnels and 
status information. You move through the 
tunnels looking back and forth between 
the screen and the map to guide your man 
in the right direction. There are ixwrns in 
the tunnel that contain useful items. In 
all sections of the game you have limited 
ammunition, so you mu.st find additional 
anununition in Oiese rooms. You also 
need to locate medical supplies to be used 
when you get shot by enemy soldiers who 
pop out of the water and at intersections 
in the tunnels. Look for two boxes of flares 
for the next section and a compiiss for Sec- 
tion 5. Finding objects in one section to be 
used later in the game gives Platoon's plot 
added continuity. 

After finding the exit ladder in one ttm- 
nel room, the disk spins again and you are 
in Section 4 (TTie Bunker). In this section 
you have been spotted leaving the tunnels 
by enemy soldiers, and they advance on 
your position. Unfortunately, it is nigiit 
and you can't .see the enemy. You must 
fire a flare by positioning the crosshair 
you use in Sections 3 and 4 over the flare 
gun icon to light up the sky for about five 
seconds. Only then is it wise to shoot at 



enemies because your ammo supply is 
limited. Use the crosshair to shoot en- 
emies and to choose objects in Section 3 
and 4. It is always on the screen in Section 
3, but only becomes active when an en- 
emy appears or you enter a room. In Sec- 

The game's plot is only 
loosely based on the movie's, 
but captures the spirit of the 
film. 

tion 4, you position the crosshair over an 
enemy soldier and push the joystick but- 
ton to fire. The perspective of Section 4 is 
a simple head-on view of the outside of the 
hunker. 

Section 5 (The Jungle) is the most diffi- 
cult. You make your way through a maze 
of paths as in Section 1, but the perspec- 
tive and obstacles are difierent. Pushing 
the joystick left and right moves your 
man in those directions, while up and 
down move you up imd down the screen, 
with your man getting smaller or bigger 
respectively. There ai'e soldiers, mines and 
bariied wire in your way, and you must 
continue north to find the exit before a na- 



palm strike hits the jungle. A compass 
helps you keep on track. There are differ- 
ent routes to the exit, but only one gets 
you out of the jungle on time. 

Section 6 (The Foxhole) is your last 
mini-mission. You must bomb a renegade 
sergeant out of the foxhole on the screen 
with grenades, all while avoiding his gre- 
nades. The persjiective is the same as in 
Section 5, but the excitement and music is 
more intense and fast paa.'d. After a few 
good direct hits, you make your way into 
the foxhole for the final screen. Fortunate- 
ly, you might be compelled to go back and 
try PUiloon agmn to finish with a better 
score. 

hi Platoon the morale indicator acts as 
a health indicator would in other games— 
if it hits isero you die. This is a new idea for 
games based on movies. Instead of captur- 
ing specific sequences from the film. Data 
East captured the atmosphere. Tliis ap- 
proach is preferable and should be consid- 
ered by all companies designing games 
based on movies. 

The graphics are great, the sound gets 
more and more intense as you go along, 
and the game encourages you to come 
back for more. What more could you 
want'? a 
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course that you have already expunged 
the virus from your system and disks). 
You won't have t^) throw away that pre- 
cious arcade game or other software l^e- 
cause the custom boot block was destroyed 
(since most arcade games for the Amiga 
have virus warnings in the manual, it's up 
to you to make sure you don't get infected ■ 
or can repair the damage yourself if you 
do). This program is virtually identical in 
function to the capability offered by com- 
mercial virus protection programs (like 
Discovery's VIP). 

Bootback is not a replacement for a 
good virus detection'elimination program 
like VirusX! To be doubly safe, You should 
always have VirusX present in memory, 
whether or not you have the custom lHM)t 
block of a disk backed up with Bootback! 

Kevfiler: by John MoLsinger 
(Fish 157) 

Keyfiler is somewhat similar to Ke«p 
(reviewed in the March '88 installment of 
this column) in that it will also read in iin 
ASCII file containing raptured mes.sages 
from a BBS or online service and then 
help you to weed out of the capture only 
the messages you want to look at. Unlike 
Keep, in which you manually look at each 
message in order to decide if you want to 
keep it, Keyfiler automatically picks all 
messages that contain a specified keyword 
that you input. Keyfiler's search function 
is not case-sensitive. Once all the me.s- 
sages have been sorted, then Keyfiler can 
(at your option) automatically open up an 
internal text file reader for browsing 
through the selected mcssiiges. Selected 
raessagi^ can be saved as a separate text 
file. 

Although Keyfiler allows you to input 
any headerkey, gadgets are already coded 
in for automatic support of messages 
originating from BBS-PC and TAG-BBS 
bulletin boards, Usenet, as well as the on- 
line services PeopieLink (unfortunately 
this program has not been updated to re- 
flect PeopleLink's now headerkey, so Peo- 
pieLink users will have to input it <iny- 
way), BIX, CompuServe and GEnie. 

ScreenZap: bv Lars Clausen 
(Fish 157) 

This program could be considen?d a 
poor-man's alternative to GOMF I by Hy- 
pertek). Although ScreenZap can't help 
with windows, it can and will kill every 
screen behind the Workbench screen. But 
watch out! ScreenZap will kill every 
screen, whether it's attached to a program 



that has died or one that is still running. 
The author plainly states that if a run- , 
ning program tries to write to a screen 
that has been killed by ScreenZap, the 
Amiga will crash. So treat this program 
like fire; don't abuse it or it will return the 
favor. 

MS[)OS: by Frank Wubbeling 
(Fish 158; Shareware: 50 DM) 

This program can read files finom 3.5- 
inch MS-DOS (or Atari ST) disks and copy 
them out to AmigaDOS disks. (MSDOS is 
similar to commercial programs like 
DOS-to-DOS or Project Dj The author 
notes that the shareware version will not 
recover from disk errors, however the reg- 
istered version can. 

PCUT(K)I: by George Vokalek 
(Fish 158; Shareware; $50) 

This is a circuit design program (along 
the lines of PCLO). PCBTbol's features in- 
clude up to 32 layers (however, only eight 
are currently supported), snap to grid, 
variable grid size (down to .05 of an inch), 
ability to create an HPGL file and much 
more. Version 2.6 does not support printer 
dumps (although the author states that 
this will be supported in version 2.7). 

Caution: After running this program 
for about a minute, it froze up when I tried 
to access the file requester. So be carefiil 
when using this program, 

YachtC;{: by Mark Schetlen (Fish 158) 

This is an update to the original YachtC 
program (reviewed in the special giunes 
section of the January '88 mstallment of 
j this column) written by Sheldon Leemon. 
, YachtC3 hkis some crude, yet pleasing 
j sound effects. Sina' the original version 
, appciired way hack in early 1986, 1 
I thought that those who had purchased an 
Amiga more recently would like to know 
that there is a nice Yahtzee game out for 
the Ami^ in the public domain. 

Free: by Joerg Anslik ( Fish 159) 

A tiny CLI utility that tells in a friendly 
way liow much [reo memoiy there is as 
well as how many tasks are currently run- 
ning. 

StiirChiirt: by Ray I^arson (Fish 159) 

StarChart is a complex astronomy pro- 
gram that can display over 600 celestial 
objects in the northern hemisphere. Star- 
Chart uses a 16-color .scTeen to display 
stars of various magnitudes with some 
realism (there is even a option to partially 
alter the relationship between star magni- 
tude and the size of the star as displayed 



on the StarChart view window). Of course, 
you can tell StarChart to display the cur- 
rent viewable sky according to your loca- 
tion's latitude, longitude and current time 
(StiirChart can grab the time directly 
from the system clock if you prefer). If you 
click on any stiir, StarChart will bring up 
a small window of information about that 
star, including niime, the constellation the 
star belongs to, magnitude, right ascen- 
sion and dechnation as well as color and 
the sb£ of the star. StarChart can attempt 
to locate a star given the name (in either 
common or Greek form I to determine if 
the stiir is currently viewable. StarChart 
can also attempt to find out if a certain 
constellation is partially or fiilly visible in 
the sky at the time. 

If you don't remember the names of con- 
stellations, just bring up StarChart 's sepa- 
rate constellation menu, which lists over 
60 different constellations. While the con- 
stellation menu is active, you can ask 
StarChart to display any of the 12 zodiac 
constellations currently \iewable. The 
constellation menu also has options to 
show all Messier catalog objects or all 
NGC attdog objects currently viewable. 

Finally, if you are interested in the 
movement of stars over an elapsed period 
of time, StarChart has an option to alter 
the relationship between real time and 
the sidereal time used by the program, 

Taskt\mtn)l: by J. Martin Hippele 
(Fish 159) 

TtiskControl has the potential to be a 
veiy u.sefiil program. However, the pro- 
gram comes with absolutely no documen- 
tation! Although the program has vivid 
g]-aphicid gadgets that make using it a bit 
easier, this is no excase for a total lack of 
documentation! If you have already used 
other tiisk-altering programs (like Steve 
Tibbott's TaskX), then you may indeed 
want to use this program. But I'd never 
hand a program like this (especially one 
tliat has the potential to crash the Amiga 
if misused!) to a novice Amiga user, 

TUC: by Joerg Anslik (Fish 159) 

Shori; for 'The Ultimate Clock," TUC's 
only special feature can be utilized if you 
first use SetFont to install the special five- 
point font that comes with TUC. This font 
allows you to display 132 columas on the 
screen. With this font installed, TUC will 
open its special title-bar that displays free 
chip memory, fast memoiy and total 
memory, plus the amount of data on any 
disk(s) residing in dlO:, dfl: and di2:, plus 
the time. WMle all this is nice, I don't 
think that most Amiga users will want to 
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sacrifice their text display just to use this 
title-bar clock, l After all, there are title- 
bar programs that already do what TUC 
docs with an eight-point font simply by al- 
ternating two diflerent displays every few 
seconds,) 

DVVIP: by Ken Van Kamp (Fish 160) 

If you yearn to be able to print IFF pic- 
tures on your daisy-wheel printer, D\\TP 
makes it possible. DWIP use standard 
ASCII characters and overstriking to per- 
form this feat, DWIP works just fine on 
standard dot matrix printers as well. 
DWIP currently works only with standard 
320 X 200 resolution IFF pictures and 
will net print in color even if you have a 
color printer. The user can input param- 
eters via run-time for such things tis red, 
green imd blue relative intensity, orienta- 
tion, printer pitch, printed picture size, re- 
verse or norma! intensity and location. 

Incltcv: by Bryan Ford (Fish 161) 

A tiny program that makes it easy for C 
prognimmers to keep revision numbers 
on their programs, llie firet time IncRev 
is run, it will create an object module 
named Rev.o. The every time you run 
IncRev, it will just Increase the longword 
variable stored in Revo. All you have to 
do as a programmer is to be sure to have 
lncR(3v included in your makefile, and ac- 
cess the global symlxil Revision stored in- 
side Revo to obtiiin the current revision 
number for your program. 

CLLUtilities: by various authors 
(Fish 162) 

This is a directoiy Fred Fish put togeth- 
er which contains several small CLI-based 
utility pn)graras. Only one of the pro- 
grams in this directory has already Ix.'en 
reviewed (Split by Richard Lee Stockton 
was reviewed in the May '88 installment 
of this column). Other programs are Filter 
(by Russell Wallace), StripBin (Fabbian 
G. DuFoe, IH) and XChar (by Victor R. 
Parkerson) which will strip binary charac- 
ters from an ASCII text fde. lns_jietums 
(by Russell Wallace) will add carriage re- 
turns to any text file. Install (by Ralph 
Babel) will modify the boot block so that 
upon boot-up all external drives are ig- 
nored, and memory allocation calls will be 
alteati so that only CHIP memory is 
used. PWFix (by Dan Fish) is a fix for the 
commercial progi-ammers' utility program 
Power WindowH by Inovatronics. Set- 
Prompt (by J. Martin Hippele) easily sets 
the prompt and/or color for the CLI 
prompt. Tiro (by Markus Stoll) is just like 



the AmigaDOS DIR command except that 
TVee lists only directories and not any 
files. Fmally, WordCountiby Rus.self Wal- 
lace) will read any ASCII file and output 
the number of bytes, numlier of words and 
average word length. Altliough there is no 
separate documentiition for each program 
Fred's Readme.fnf file is sufficient for 
these simple programs. 

IjabyrinthU: by Russell Wallace 
(Fish 162; Shareware: amount not 
six-cified) 

An interesting text-based adventure 
game. The author has borrowed places 
from other eight-bit adventure games 
(like Atlantis Adventure and Island Ad- 
amture) as well as places from the local 
college that the author attended. In addi- 
tion to picking up treasurers, you must also 
find and kill many people (who arc named I 
after Wallac-e's friends or teachere at the 
same college) using weapons that you col- 
lect, 

SetPAI^orNTSC: by Peter Kittel 
(Fish 1621 

Tliese two useful tools can help pro- 
grammers determine if a progi'am is suit- 
able foreign markets. North American 
programmers can test how^ their programs 
operate in PAL video mode, and European 
programmers can test how their programs 
operate in NTSC video mode. There is 
also a sample gi-aphics demo called 
TlX'mo (which reminds me of the Elec- 
tronic Arts Kaleidoscope demo from back 
in 1985) which helps show how PAL is dif- 
ferent from NTSC. 

TES: by Joerg Anslik (Fish 162) 

A program that adds several gadgets to 
the (iLl. There^ are two permanent gad- 
gets, (me which gives you the date, time 
and amount of fre»e memory, while the oth- 
er clears all fma memoiy. There are seven 
other gadgets that can be altered but only 
by re-compiling the program. By default 
live gadgets are pre-programmed. The 
fii-st three fetch dire-ctories of dlO:, dfl: and 
RAM:. The fourth loads the AmigiiDOS 
INFO command, and the fifth loads the 
AmigaDOS editor Ed. 

,)essica: by Dr. Gandalf 
(AmigaZone file #13711) 

A small, but cute digitized animation of 
Jessica Rabbit that was captured fem a 
TV special alwut the movie Who Framed 
Roger Rabbit A nice digitized sound sam- 
ple complements the animation. This is 
one Dr. Gandalf smimation that even 
5V2.K Amiga owners can enjoy. 



Kill: by George Musser Jr. 

A small program that am be considered 
a poor-mans version of (X)MFs Nuke 
program which kills any tiisk. Kill is not 
the prefenvd way to deal with nasty pro- 
gi'ams, but it's better than nothing. 

ShowFont version 2.0: by Arthur 
Johnson, Jr 
(AmigaZone file #13701) 

This is version 2.0 of ShowFont, last re- 
viewed in the November '88 installment 
of this column. Version 2,0 has two major 
improvements. First of all, there is now a 
file requester that doesn't re'quire you to 
choose which font j'ou want to look at un- 
til the program is loaded, ShowFont now 
makes it much easier to view many fonts 
that reside across different directories. 
This version allows you to u.se the Amiga- 
DOS ASSIGN command to assign the 
Fonts: directory to another lociition while 
ShowFont is still nmning. All you have to 
do now is to ask ShowFont to re-read the 
current Fonts; directory, and the new set 
of fonts mil appear in the file requester. 

XMsikc; by Charles Maier 
(Amigi^Zoiie file #13545) 

If the C program you are working on is 
broken up into many different modules, 
XMake will help you keep track of your 
function calls, XMake will alphabetically 
list in which mf)dule(s) and at what line 
number each and every function that you 
use in your C program is called. 

Who's Who: f)y Harv Laser 
(AmigaZone file #13941) 

This text file is a listing of some of the 
various Amiga luminaries who frequent 
PeopleLink's AmigaZone. If you have ever 
wondered exactly who in the Amiga com- 
munity can Ije found online on People- 
Link's AmigaZone, this is the text file to 
get. In addition to the AmigaZone staff. 
Who's Who lists varioas Commodore em- 
ployees, third-piirty develojxirs, program- 
mers, authors, trade show cooitiinatoi-s 
and others of note who frequent the Ami- 
gaZone. 

VirusX version 2.0: by Steve Tibbett 
{AmigaZone file #13446) 

This is a different sort of update to 
Steve's premier virus detection/elimina- 
tion program VirusX, last reviewed in the 
December '88 installment of "Amiga Pub- 
lic Domain." This update is different from 
all the rest because this new version does 
not check for <my new viruses (since Steve 
hasn't found any). The only direct im- 
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provement to VimsX's ability to detect 
viruses is that VirusX will now check the 
Cold/CooLWarmCapture vectors which 
are oilen altered by virus programs. This 
is another enhancement to VirusX's abili- 
ty to detect unknown vinises (especially if 
an Amiga virus appears that does not re- 
side in the boot blocks), histead the main 
addition to VirusX 2.0 is that it now can 
display an information window. This win- 
dow simply lists the number of times that 
VirusX has detected any of the sk known 
Amiga viruses. The other improvement is 
that now you do not have to use Runback 
when running VirusX, since VirusX will 
not tie up the CU. The update allows you 
to close ^e CU from which VirusX was 
loaded. 

VLT: by Willy Langeveld 
{AmigaZone file #14025) 

VLT is a powerful VTIOO terminal pro- 
gram with added Tfektronix 4014'4015 
emulation capability, which was based on 
the source code to Dave Wecker's VTIOO 
program. VLT Is perhaps the only PD pro- 
gram at that this time to offer complete 
support for AREXX, which makes it far 
more versatile than the supported fea- 
tures alone contained in VLT. Some of the 
features in \T-,T itself include Kermit, 
Xmodem and IK-Xmodem protoails, on- 
screen gadget support for 30 iimction 
keys, internal macro support (in addition 
to AREXX macros), 15 different parity 
settings and sci^een types. \TjT uses a sep- 
arate screen for graphics, and the graphic 
screen's menu includes controls for zoom 
and pan, plus options for a graphic cursor 
and for a crosshair. 

Access! version 1.42: by Keith Young 
(AmigaZone file #13990; Shareware: $25) 

This is version 1.42 of Access! (last dis- 
cussed in the December '88 installment of 
this column), which is a terminal program 
that sports great color graphics and much 
more. The new features in vereion 1.42 in- 
clude iconifi cation support not only for Ac- 
cess!, but also for Access!'s rd text display 
program. The file requester has been im- 
proved; you can now ask Access! to bring 
up a list of devices that are attached at the 
bottom of the file fist. The save configura- 
tion option will now save several options 
in the phone book, including multi-dial, 
auto-redial, do-script and get-keys bool- 
ean gadgets. Those who use the ARP pro- 
ject or have arp.Ubrarj' installed can now 
call up a file requester when using rd. 

Finally there are now script commands 
for downloading using Xmodem imd 



WXmodem. As a result, there are now Ac- 
cess! scripts that are online on People- 
Link's AmigaZone that will automatically 
log-on to PeopleLink and download a spe- 
cific file in the AmigaZone. 

AtomClock; by Art Steinmelz 
(AmigaZone file #13833) 

Are you veiy picky about the time that 
your Amiga's clock displays? Would you 
like to be able to set the exact time in your 
Amiga? In that case AtomClock is for you. 
If you have a modem, At-omClock will 
automatically dial (no terminal progi-am 
is required) the U.S. Naval Observatory 
in Washington, D.C. AtomClock then 
grabs the exact time from their atomic 
clock and sets the Amiga system clock to 
match this time. Although the default is 
set for Eastern Stiindard Time, it is easy 
for anyone living in the continental U.S. 
to change this parameter If you live out- 
side the amtinental U.S., all you have to 
do is tell AtomClock how many houre 
your clock is different fh)m Greenwich 
Mean Time. 

As I mentioned last month, it's time to 
tell you all how you can give me sugges- 
tions on which Amiga PD programs were 
the best in 1988. First of all, I am not tak- 
ing a poll here! \\Tiat I'm looking for is 
wliich programs you feel are the best PD 
programs in 1988 and why. So let me 
know why you feel these programs de- 
serve special recognition. Please don't se- 
lect old programs (i.e., programs that ap- 
peared before 1988) unless said program 
received a major upgrade in the past year, 
since I vnW only consider older program's 
new features. If you are recommending a 
progiam that you read about in Comma- 
dare Magcuine, please make a note of 
which issue that PD program was re- 
viewed in. If the program was never re- 
viewed in "Amiga PubUc Domain," please 
note that instead. Don't worry too much 
about categorizing the programs, since 
the categories that appeared in the Best of 
Amiga PD '87 feature are bound to be re- 
\'ised. Send all recommendations to: 

BestofAmigaPD'88 
1015 S.Quincv Ave, #112 
Quincy, MA 02169 

If you are online on PeopleLink, then just 
stay tuned as I will be asking for sugges- 
tions fii^m the folks who frequent the 
AmigaZone in late January or Februarj'. 
The deadline for sending in your sugges- 
tions is Febmarj' 30, 1989, so don't delay! 
The deadline for entries for the First 



BADGE Killer Demo Contest (remember 
that last year the "Zen)th" BADGE Killer 
Demo Contest was held) was extended, so 
the results still liaven't been announced. 
However already one of the entries (by Dr. 
Gandalf, no les.s!) has k'on released into 
the public domain, so next month I will be 
mentioning at least one, and possibly sev- 
eral of the BjVDGE entries. 

As alwavs, 1 can be re'ached on the Ami- 
gaZone on^eopleLink (ID: G KINSEY), 
or on the IDCMP BBS (617) 769-3172 
(;^0()/I2()0/24(K) baud, nmning 24 hours a 
day, addressed k) SYSOP). if you have 
written a public domain/sharewai'e'freely- 
distributable program, or have obtained 
one that you think is worth mentioning to 
all Amiga owners, pleiise attempt to con- 
tjict me via the above or in care of Com - 
modorv Magazine. See you next month. 

Fi.sh (Hskx: For a catalog, nend a SASE 

ami four lax^c stampa or $1 to: 

FrvdFkh 

1346 W. 10th Place 

Temfx.AZ 85281 

Tb sign up to PeopkLink's AmigaZone, 

call them at: 

(800)524-0100lmicel 

(800) 826S855 (via nuxiem ) B 



Software Reviews/SAT Study Guide 

Continued from page 24 

your concentration. It is well-indexed, so 
you don't have to constantly flip through 
the pages. 
; There are only a few minor elements of 

this software that I found awkward. I 
i would prefer to be able to use both my 
: disk drives, as I find disk swapping te- 
i dioas. However, there is no option to do 

this. Additionally, tlie manual warns you 
i not to type your njime in capiUds when 
setting up your scoring disk , but if you do 
so inadvertently, your drive becomes dis- 
( oriented, requiring you to begin again. 
And lastly, I found that 1 had to disable 
my fastloading cartridges. Even though 
the progi'am seemed to load, it didn't func- 
tion correctly This is a bit of an inconve- 
nience ff you regularly keep such a cai'- 
tridge installed. However I don't consider 
this to be an imperfection in the program- 
ming, since the software contains no 
graphics and it doesn't take an unusually 
long time to load on its own. 

On the whole, 1 found this to be a thor- 
ough preparation for the SAT. This pack- 
age is easy to learn and use, and will not 
disappoint you. One of the better ones on 
the market! [| 
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Because the game is entirely 
mouse controlled and 
requires no text input, it is 
easy to physically play the 
game, but not easy to win. 

avoid instant death. Tliis element ofSka- 
(hwgate is overemphasized. I really wish 
that there were enough light to see in the 
dungeons and dark coiridors. It would 
save a lot of aggravation in the end. lb 
pick up a torch, or any object, click on it 
once and drag the picture into your inven- 
tory window and let go. 

The graphics are verj' good in Shadow- 
gate. I WtLs pleasantly surpiiscd with the 
attention to detail in the game. The colors 
were appropriate, and the animation of 
various elements of the game was veo' 
well done. The sounds are just as realistic, 
taking advantage of the Amiga's capabili- 
ties. I really got what I ex]Kctcd when I 
opened and played Shadowgate — a graph- 
ics-intensive adventure that relies heavily 
on the senses of hearing and sight to con- 
vey that gloomy feeling that the Warlock 
Lord has placed over evervlhing. 

Now some hints for those people stuck 
in the game: 

■ At the end of the hallway with the 
candles, you can move a stone in the wall. 
Do so and see what happens. 

• lb cross the bridge that you find at 
one point in the game, you will need some- 
thing magical that you find later and you 
can't be carrying much. 

• When you come to the levers, you 
must Operate the third one, second one 
and then third one again. 

These will help a little bit for those 
stumped in the game. 

Shadowgate is an example of what can 
be done with the Amiga if the designers 
know what they are doing. With Shadow- 
gate's modular and command-object na- 
ture and you can't go w^long. If you're real- 
ly stuck, just randomly click things in the 
picture wmdow. If the color changes, you 
can do something with that object. IVy 
this as a general iiile upon entering each 
new room. When you finish you can print 
out a certificate that says that you've com- 
pleted the game. Just make sure that you 
have the correct printer driver active on 
the Workbench to take advantage of this 
unconamon feature. In the meantime, 
good luck and tell the demons I sent 
you. g 



Continued [mm page 48 

X-Specs Expectations 

The fiitui-e of X-Specs looks very prom- 
ising in many fields, but perhaps most of 
all to vid(» game companies. Imagine a 
karate game which takes place not on 
screen but off, where the images appear to 
be directly in fiunt of you fighting in 
hand-to-hand combat. The figures move 
and rotate, literally fljing through the air 
(or appearing t« l)e). 
i Adventure g;unes as we know them 
j could be totally different: you could hack 
I and slash the enemy in fiiont of you while 
dodging flames from a fire-breathing 
dragon. 

Science students could do 3D molecular 
modeling, medical students could study 
re'nditions of body imaging, while artists 
could draw with stereK)scopic paint pn> 
grams. This is just the beginning in the 
educational field, many more uses are 
sura to follow. 

Companies currently developing soft- 
ware for use with X-Specs are Doug's 
Math Aquarium, MitohellWare Systems, 
Mindware, Incognito Software' and Micro- 
Magic. 



Summary 

The only real drawback to using X- 
Specs is the incompatibility with either 
flickcrFixer or a long-persistence monitor 
Since the glasses display images every 
sixtieth of a second, these products refuse 
to accept them causing the X-Specs glass- 
es not to function. This is something to 
consider if you have invested a lot of mon- 
ey in one of the above products. 

X-Specs 3D is a breakthrough in com- 
puter technology, and I compliment Hai- 
tex Resources for doing a tremendously 
good job with its package. They will even 
keep you informed about new products 
that use the X-Specs glasses and product 
upgrades if you return the warranty card. 



Hints and Tips 

• lb enhance the visual effects, turn out 
the room lights. 

• Clean the lens of the X-Specs glasses 
with solution containing no alcohol. I use 
a slightly damp, lint-fi^e cloth which 
works well for removing any dust. 

• Whenever you and a friend are using 
two sets of glasses, make sure* that you are 
not right next to each other. Sometimes 
sitting too close can cause glare or ob- 
struction. Sit between two to four feet 
apart and interference will not occur. Q 
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\ it's not much fun. You rarely get time to 
I think while you tiy to keep eveiything 
moving at a reasonable pace. 

When you're at an auditorium event, 
please bo patient when you ask a ques- 
tion. Consider that an auditorium can ac- 
commodate up to 200 usei-s, and each user 
will t^-pically ask more than one question, 
so it could toke a very long time to get to 
your question. And tliat's without even 
considering the interconnecting network 
response times and other things effecting 
system perfonnance. 

By the way, if you can add inlbrmation 
to a particular topic in the auditorium, 
you can enter your comments via the 
ASK A QUESTION feature. When the 
speaker reads your question, he has the 
option to post the text as a comment or a 
question when it's displayed to the audi- 
ence. There shouldn't be any reason to in- 
clude the word CO^CVIENT within your 
text since the s>'stem automatically adds 
this when the message is posted as a com- 
ment by the speaker. Also, keep in mind 
that your user id is available to the speak- 
ers when they read your question, but it is 
never displayed to the audience unless in- 
cluded within the text of your message. 

One other thing to remember is that ar- 
chives of most of the online auditorium 
events are usually available as dowTiload 
files a short while tifter a particular event. 
If you asked a question but couldn't stick 
aroimd to wait for your response, chances 
are you'll find the information in the ar- 
chives if the speakere were able to get to 
it. Other times, some speakers may jot 
down a few notes and tiy- to respond to 
your question after an event via E-mail. 

One other quick comment before I wrap 
things up for this month. TravisF suggest- 
I ed passing on information on CitiLink 
I and the wealth of local information avail- 
able on Q-Link. If you haven't check out 
CitiLink for your locale recently, you may 
want to drop in and take a look. You'll find 
all sorts of helpful infosmation and a place 
to ask [or suggestions and comments on 
local estoblishments, points of interest, di- 
rections or what have you. There's even lo- 
cal classified areas to supplement the gen- 
eral Classified area in the Mall. If you 
can't find a CitiLink section for your part 
of the country, you may wtmt to coasider 
starting a new area if you can interest the 
folks at Q-Link. 

Guess that about wraps things up for 
another month. As usual, ditip me a quick 
note via E-mail to RBaker if you have any 
hints or suggestions to share. Q 
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Continued from page 12 

It's not easy to hit the submarine, but since you have an un- 
limited supply of depth charges, his surrender is just a matter of 
time. A clock is provided so you can keep track of your times in 
different battles. 

All hands, man your battle stations! And have fun playing 
Sub Hunt. 

Bob and David Stuukr 
Baltimore, MD 

10 PRINT" [CLEAR, RVS, YELLOW, SPACE6] 
64 SUB HUNT - BOB & DAVE SNADER 
[SPACE3] " 
20 DATA 4,0, 1,0,64 ,0,0,0 
30 DATA 0,12,0,3,0,96,0,0 
40 DATA 0,0,14,0,247,0,224,160 
50 DATA 0,0,0,127,223,127,246,252 
60 DATA 244,0,0,0,255,127,063,252 
70 DATA 254,255,0,0,0,127,199,31 
80 DATA 198,252,254 
90 D=182:E=116:M=1:U=255:V=53248:X=150 

:Z=255:TI$="000000" 
100 POKE 2041,194:POKE 2042,195 

:POKE V+29,7:FOR T=0 TO 255 
110 POKE 12288+T,0:NEXT 

:FOR T=1064 TO 1383:POKE T,160 

:NEXT:POKE 12494,16 
120 FOR T=0 TO 16:READ Q,R,S 

:POKE 12288+T,Q:POKE 12352+T,R 

:POKE 12416+T,S:NEXT 
130 POKE V+21,3:POKE V+32,13 

:POKE V+39,15:POKE V+40,0 

:POKE V+41,1:P0KE V+3,116 
140 R=RND (TI ) * (ABS (U-X) ) :FOR T=0 TO R 

:X=X+M:POKE 2040 , 193+ (M<0 ) 
150 POKE V,X;POKE V+1,D:P0KE V+2,Z 

:Z=Z-3:GET K$:IF Z<0 THEN Z=255 
160 IF K$<>""AND K=0 THEN K=l 

:POKE V+21,7:Y=Z 
17 PRINT" [HOME, D0WN2, RVS, L. BLUE, 

SPACE2] TIME" : POKE V+5,E:E=E+K 

:POKE V+4,Y 
180 IF E>D THEN E=116 : K=0 : POKE V+21,3 
190 IF PEEK{V+30)<>0 THEN POKE V+33,2 

:D=D-5:P0KE V+30,0:POKE V+33,6 
200 IF D<116 THEN PRINT" [D0WN7 ]": END 
210 PRINT" [ HOME, D0WN3, RVS, SPACE 2] " ; 

MID$ (TI$,4,1);":", -RIGHTS (TI$,2) 

:NEXT 
220 M=M*-1 :U=U+ (M*200) :GOTO 140 

128 Grandma's Trunk: In this memoiy game for young children 
you are helping Grandma pack her trunk for a trip. Players 
take turns adding items to the trunk only after remembering, in 
order, eveiything that has already been packed. If you use your 
imagination, some pretty amazing things can fit into Grandma's 
trunk! 

This educational game is good for the very youngest players; 
the challenge is to remember all the items, and there is never a 
loser. In addition, items are listed each turn to help players re- 
member what has already been packed. For a more difficult 
game, this feature can be removed by deleting the GOSUB 180 : 
PRINT T$ in hne 130. 

Players must only know the alphabet and have minimal 
speUing abihfy. Youngsters will strengthen keyboard skills and 



spelling as well as memory by playing Grandma's Trunk. 
Bruce R. Young 
State College, PA 

100 T$=" [CLEAR, RVS, GREEN, SPACE31 

GRANDMA'S TRUNK - BRUCE R. YOUNG 
[SPACE4] " :COLOR 0,1:COLOR 4,1 
:PRINT T$ 

110 INPUT" [D0WN2] HOW MANY ITEMS TO 
PUT IN THE TRUNK";N 
:IF N<1 THEN 110;ELSE DIM P${N) 
:FOR A=l TO N 

120 print t$:print" [d0wn2] 

what will you put" : input" [down] 

in grandma's trunk " ; p$ (a) 

:if p${a)=""then 120:else print t$ 

: print" [down] " 
130 gosub 180:print t$ : print" [d0wn2] 

what's in grandma's trunk"; 

jfor b=i to a 
140 input a$:if b=a then if 

a$=ps(b)then print" [dawn2] 

that's right.": goto 160 
150 if a$=p$(b)then print" [d0wn2 ] 

that's right, what else"; 

:else print" [d0wn2] wrong, 
try again." :goto 14 
160 next:get key a$ : next: print t$ 

: print" [d0wn4 1 you 're done, 
have a good trip!":gosub 180 

: print" [d0wn2] playagain? ( [rvs] y 

[rvoff] /[rvs]n [rvopf] ) " 
170 get key a$:if a$<>"y"and 

a$<>"n"then 170:else if 

a$="y"then run:else end 
180 print"here's what's in grandma's 

trunk: [down] ": for b=i to n 

:PRINT P$(B) 
190 NEXT:GET KEY AS : PRINT : RETURN 

Marble Game: Here's a simulation of the little travel toys you 
had as a kid. (You know — ^the ones where you had to get all the 
little balls inta the holes at the same time.) 

Use a joystick in port 2, and press the fire button to begin 
playing. The object of the game is not only to get the marbles 
into the holes, but also to have as many of them as possible drop 
in the holes at the same instant. 

All ten marbles move at the same time and in the same direc- 
tion until they fall into holes. Then they become obstacles just 
like the other barriers on the screen. 

Eveiything on the screen is placed randomly each time you 
play The obstacles are there to help you, not to hinder you. Use 
them to arrange the marbles, so as many of them as possible fall 
into their holes at the same instant. 

When all marbles have fallen, move the joystick again to see 
your score. Scoring is ten points times the square of the number 
of balls that fall at the same time, so a perfect game is 1000 
points. The worst game is 100. My high so far is 460. 
Bradley L.Dina 
Euclid, OH 

100 PRINT" [CLEAR, RVS, SPACE6] 

MARBLE GAME - BRADLEY L. DINA 
[SPACES] " 

110 PRINT" [DOWN] USE JOYSTICK IN PORT 
2." 
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120 PRINT" [DOWN] PRESS FIREBUTTON TO 

START." 
130 S=1024:C=55296:Y=56320:DIM R(IOOO) 
140 WAIT y,16,127:POKE 53280,8 

iPOKE 53281, 0: PRINT" [CLEAR] " 
150 FOR J=l TO 4:READ A(J):NEXT 

:FOR J=0 TO 8:READ D(J):NEXT 
160 FOR J=l TO 4:F0R K=l TO 10 
170 R=INT (RND(0)*1000) : IF M(R)>0 THEN 

170 
180 POKE R+S,A(J) :P0KE R+C , J : P (J , K ) =R 

:M(R)=1:NEXT K,J 
190 IF Z=10 THEN 250 
200 Q=0:X=15-(PEEK(Y)AND 15) 

:IF X=0 THEN 200 
210 2=0:B=B+1:FOR J=l TO 10 

-.IF P(3,J)=P (4 ,J)THEN Z=Z + 1 

:G0T0 240 
220 N=P (3,J)+D(X) :T=PEEK (N+S) 

:IF T=32 THEN GOSUB 260:POKE C+N,3 

:GOTO 240 
230 IF T=87 THEN GOSUB 260 

:P(3,J)=P(4,J) :Q=g+l 
240 NEXT:SC=SC+Q''2*10:GOTO 190 
250 PRINT" [CLEAR, DOWN] SCORE="SC 

:WAIT Y, 16, 127: RUN 
260 POKE P{3,J)+S,32:POKE N+S, 81 

:P(3,J)=N:RETURN 
270 DATA 66,64,81,87,0,-40,40 
280 DATA 0,^1,0,0,0,1 
1312 BLOCKS FREE. 

Lotto: Want to win one of your local lotteries? This little pro- 
gram lets you keep track of the mnning numbers from the past, 
gi\'ing the percentage of the time that each of them has been 
dravr-n. Knowing the past winners may help you in picking fu- 
ture numbers. Or maybe it won't. 

I have used the program with our Canadian 649 lotteiy (six 
different numbers are selected out of the choices one through 49) 
with some success. It will work with any similar lottery. 

T^-pe in the program as it is listed ;md save it to disk. Before 
running it the first time, add this temporary line: 

155 GOTO 210 

The cx)mputer will create a sequential file named SF, then the 
program will crash with an error Delete line 155 and run the 
program again, this time entering the winning nimibers from 
past drawings. Entering a zero ends the prompts, saves your in- 
formation, and prints the program's analysis onto the screen. 

The next time you run the program (the version without line 
155), you'll be adding new winners to the list you already saved, 
and updating the SF file accordingly. 

The value assigned to the variable NUM in line 140 deter- 
mines the highest number the program will keep track of. As, 
printed here, the program will account for numbers from 1-60. 

I like to play the numbers with the highest percentag&s, and I 
constantly update the sequential files with new winning num- 
bers, \Vlien you win yourself you could send me 107^ of your 
winnings or better yet, a five-year subscription to Commodore 
Magazine. 
Roger Collier 
Cambridge, Ontario 
Canada 



100 PRINT" [CLEAR, RVS,SPACE10] 

LOTTO - ROGER COLLIER [SPACES] " 
110 REM ** ON 1ST RUN, ADD THIS LINE[ 
120 REM ** 155 GOTO 210 
130 REM ** DELETE IT AFTER FIRST RUN 
140 NUM=6 0:S = INT (NUM/3) :R= (NUM/3)-S 

:IF R>0 THEN S=S+l:nEM 

NUM=HIGHEST NU.MBER 
150 N=3*S:DIM A(N):DIM Y$(N) 
160 OPEN 2,8,2, "0:SF,S,R" :FOR T-1 TO N 

:INPUTft2,A{T) :NEXT:CLOSE 2 
170 PRINT" [DOWN] ENTER WINNING NUMBERS 

BETWEEN 1 AND" ; NUM; " [LEFT] : [DOWN] " 
180 X=0: INPUT"ZERO (QUIT) OR WINNING 

NUMBER";X:IF X<1 THEN 210 
190 IF X>N THEN PRINT"TOO HIGHJ" 

:GOTO 180 
200 A(X)=A(X)-t-l:GOTO 180 
210 OPEN 2,8,2, "@0!SF,S,W" 

:FOR T=l TO N : PRINT#2 , A (T) 

:Z=A(T)+Z:NEXT:CLOSE 2 
220 FOR T=l TO N : Y$ (T) =STR$ ( ( A (T) /Z) 

*100) :NEXT 
230 PRINT" [CLEAR] PERCENTAGES OF 

WINNING NUMBERS: [DOWN] " 

:FOR T=l TO S 
240 PRINT T;TAB (5) ;LEFTS (YS (T) ,5) "%"; 

{15) ; TAB (19) ; LEFTS (YS (T+S) ,5) ; 
250 PRINT"%";TAB(29) ; (T+S+S ) ; TAB { 33 ) ; 

LEFT$(Y$(T-I-S+S) ,5) "%":NEXT 

Sprite Printen How often Fve wanted to print one of my sprites 
on paperl Well now I can, and so can you. This program prints 
the defined sprite around the border of a sheet of paper, and with 
a little rcprogramming it could be used for a number of graphic 
design purposes. 

The program takes the sprite configuration fixim memory lo- 
cation, block number or DATA statements, and converts them to 
data for the MPS-803 printer or compatible. If you have a differ- 
ent printer, you may have to add some code to put it into graph- 
ics mode, 

lb use Sprite Printer, load a sprite program and list the DATA 
statements for the sprite. If they have line numbers under 100, 
renumber them, \\Tiile the DATA statements are still on the 
screen, load Sprite Printer Move the cursor to the DATA state- 
ments and press RETURN on each line number 

Now run the program, ignoring the prompts about memoiy 
location and block number (Just answer them by pressing RE- 
TURN,) Your sprite will be printed tutiund the border of the pa- 
per in the printer 

If you don't have access to the sprite DATA statements, load 
your sprite program and run it to put the sprite into memory. 
Then load and run Sprite Printer, this time responding to the 
memory or block number prompt. Press RETURN at the 
prompt you do not use. 

If you don't know the memory location or block number of 
your sprite, try peeking location 2040 after the program with 
the sprite has run. Use the result to answer the Block Number 
prompt. 

Sprite Printer does a lot of usefiil work for such a short pro- 
gram, but its esthetics leave something to be desired. Use your 
ingenuity to improve its user fiiendUness. 
James Andrews 
Strong, ME 
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Tips ft Tricks/64 and 128- 



100 

110 
120 

130 

140 

150 
160 

170 

180 

190 

200 

210 
220 
230 



PRINT" [CLEAR, RVS, SPACES] 
SPRITE PRINTER - JAMES ANDREWS 
[SPACES] " 

INPUT"WHAT MEMORY LOCATION" , -MS 
INPUT"WHAT BLOCK NUMBER" ;N$ 
:T=1-(M$>"")-(N$>"")*2:B$=CHR$(8) 
D$=CHR$ (15) :DIM P(72):OPEN 4,4 



;FOR Z=l TO 7:C= 
GOSUB 210,220, 
TO 8:P=A AND B 

l=P (N+C+Y)+S 
A$(W}=AS{W) 



:FOR W=l TO 3rS = l 

FOR X=l TO 3: ON T 

230:B=128:FOR Y=l 

IF P THEN P (N+C+Y; 

B=B/2:IF Z=7 THEN 

+CHR$ (P (N+C+Y)+128) 

NEXT:C=C+Y-1 :NEXT:S=S*2:NEXT 

:N=N+24:GOSUB 200 : NEXT : PRINTH 

:FOR Z=l TO 26 

FOR W=l TO 3:PRINTH,B$;A$ (W) ;D5; 

TAB (72) ;B$;A${W) ;D$; :NEXT : PRINT #4 

:NEXT 

FOR W=l TO 3:G0SUB 200:NEXT 

:PRINTH :CLOSE 4 : END 

FOR Z=l TO 20:PRINT#4,B$;A$ (W) ;D$; 

; NEXT: RETURN 

READ A: RETURN 

A=PEEK (VAL{M$)+J) :J=J+1 : RETURN 

A=PEEK(VAL(N$) *64+J) :J=J+1 : RETURN 



Commodore-Nintendo Compatibilily: If you have a Nintendo 
Entertainment System and a Commodore computer with a 1702 
monitor, you can use the monitor as a display for both. 

Connect your Commodore system to the jaclis in the baclc of 
the 1702, Connect the Nintendo's red and yellow audio/video ca- 
ble to the front jacks on the 1702; the yellow plug goes into the 
yellow jack, and the red plug goes into the white jack. 

lb switch the display between the t\vo systems, use the signal 
select switch on the back of the 1702. 
Omar Khan 
Petersburg, VA 

Final Cartridge and Game Programs: If you have this cartridge 
you ran save a lot of time getting past game screens you've al- 
ready mastered, even if the game doesn't have a save option. 

Format a few blank disks and run the game. When you get to 
the part you have trouble with, just push the freeze button and 
use the SAVE option (DSAVE or TSAVE on Version 2). 
Jamie Baumgarten 
Stewardson, IL 



Use That Test/Demo Disk: It's probably been a long time since 
you looked at the Tbst/Bemo disk which came with your disk 
drive. When you got the drive, in fact, most of the programs on 
the disk were probably unintelligible to you. Well you've come a 
long way since then, and you ought to reevaluate the treasures 
that are recorded on that disk. You can load the progranxs and 
give them a try, or even better, you can read the documentation. 

I have Tfest/Demo disks for my 1541 and my 1571, and both 
contain some elementary documentation in files named "How 
Tb Use," On my 1571 disk, "How Tb Use" is a BASIC program 
that you load and run to get the documentation; you have the 
choice of putting the documentation onto the screen or printing 
it out on the printer. 



The disk is full of disk utilities and other programs that are 
valuable to intermediate and advanced users. Even if you're a 
beginner you should give these programs a look — they could be 
your ticket to the next level of understanding. 
houis F.Sander 
Pimburgh, PA 

RENUMBER as File Counter: The 128's RENUMBER com- 
mand provides an easy way to count the files on a disk. Simply 
L0AD"S",8 and when the load is complete, execute a LIST to 
see the directory. Notice that there arc numbers at the left of 
each line, indicating how many blocks each file occupies on the 
disk. 

Then in direct mode enter 

RENUMBER 0,1 
This will change the block numbers to "line numbers." List the 
directory again, and the highest line number equals the number 
of files on the disk. 
Leo Brenneman 
Erie, PA 

128 Easy 40/80 Switching: Everylxxly knows you can svritch be- 
tween 40- and 80-column display modes by pressing ESC then 
X. But did you know you can do the same thing with SYS 
65375? The former way is simpler when working from the key- 
board; the latter is best when switching from within a program. 
Mike Prestuxxxi 
Milpitas, CA 

Rc-inking Economics: While it's possible to re-ink your printer 
ribbons by various home-brew means, a re- inking machine is of- 
ten a good investment. 

I use the Maclnker, distributed by Computer Friends of Port- 
land, Oregon and advertised in many computer magazines. I 
bought it because I print a lot of graphics, which are very hard 
on ribbons. Here are the results of one year's constant use often 
nylon ribbons; 

1. Each ribbon cost me $16 Canadian, including tax, for a to- 
tal of $160. 

2. Over the year, each ribbon has been re-inked six times, for 
a total of 60 re-inkings. Each time, the print quality got better 
Sixty times S16 is $960, and there's a gi"eat deal of life left in all 
the ribbons. My re-inkings cost me abwut 25 cents each, or $15 
for all sisrty. So Fve saved $945 on the cost of new ribbons. 

3. Macbiker claims that good nylon ribbons can be re-inked 
about 30 times each. If mine last that long, that's a total savings 
of $4,725. With that kind of loot, 1 can upgrade my 128 to a fiJl 
Amiga system. 

Norman Groto 

Duncan, British Columbia 

Canada 

Power Bar Placement: If your power bar gets in the way as 
much as mine used to, you ought to mount it out of the way on 
the back of your desk. 'Ibke some Velcro and apply it to the back 
of the power strip, using glue from a hot melt gun. Locate a suitr 
able area on the back of the desk, and use the glue gun to mount 
the matching strips of Velcro. Let everything cool for an hour be- 
fore mounting it. 

Now your power bar is safely out of the way, and you can still 
take it to your user group meetings. 
Brian Harris 
North Canton, OH B 
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HOW TO ENTER PROGRAMS 

The programs which appear in this 
magazine have been run, testai and 
checked for bugs and errors. AIl^i' a pro- 
gram is tested, it is printed on a letter 
quaHty printer with some formatting 
changes. ITiis listing is then photo- 
graphed directly and printttl in the maga- 
zine. Using this method ensures the most 
error-free program listings possible. 

Whenever you see a word iiLside brack- 
ets, such as [DOWN I, the word represcnUs 
a keystroke or series of keystrokes on the 
keyboard. The word jDOWN) would be 
entered by pressing the cursor-down key. 
If multiple keystrokes are required, the 
number will directly follow the word. For 
example, fD0WN4J would mean to preas 
the cursor-down key four times. If there 
are multiple words within one set of 
brackets, enter the keystrokes directly 
after one another. For example, 1 DOWN, 
RIGHT2J would mean to press the cursor- 
down key once and then the cursor-right 
key twice. Note: Do not enter the commjis. 

hi addition to these graphic symlwls, 
the keyboaid gi-apliics are ail represented 
by a word and a lettci-. The word is either 
SHFT or CMD md represents the SHIFT 
key or the Commodore key. The letter is 
one of the letters on the keyix)ard. The 
combination [SHFT E] would be entered 
by holding down the SEIIFT key and 
pressing the E. A number following the 
letter tells vou how many times to type 
the letter. For example, (SHFT A4,CMD 
B3| would mean to hold the SHU-^r key 
and press the A four times, then hold 
down the Commodore key and press the 
B three times. 

The following chart tells you the keys to 
pre^ for any word or words inside of 



brackets. Refer to this chart whenever you 
aren't sure what keys to press. The little 
graphic next to the keystrokes shows you 
what you will see on tiie screen. 

SYNT/\X ERROR 

This is by iar the most common error 
encountered while entering a progi-am. 
Usually (soiry folks) this means that you 
have typed something incon-ectly on the 
line the syTitax error refers to. If you get 
the niL^ssiige "TSvTitax Error Bmnk In 
Line 270", type LIST 270 and press 
RETUltN. Tliis will hst line 270 to the 
screen. Look for any non-obvious mis- 
takes like a Kero in place of an or vice- 
versa. Check for semicolons and cx)lons re- 
versed and extra or missing parenthesis. 
All of these things will cause a syntax 
error. 

There is only one time a syntax error 
will tell you the "wrong" line to look at. If 
the hne the syntax error refers to has a 
function call (i.e., FN A(3)), the syntax 
error may be in the line that defines the 
ftmction, rather than the line named in 
the error message. Look for a line near 
the beginning of the program (usually) 
that has DEF FN A(X) in it with an equa- 
tion following it. Look for a typo in the 
equation part of this definition, 

ille(;m. quaiYtity error 

This is another common eiToi" mes.sage. 
This am also Ix; ciiused by a typing error, 
but it is a little harder to find. Once again, 
list the line number that the eiTor mes- 
sE^e refei-s to. There is probably a poke 
statement on this line, if there is, then the 
error is refening to what is tiying to be 
poked. A number must be in the ninge of 



H"(H0ME1"-UNSHIFTEDCLR/H0ME ^ -IPORPLEl" -CONTROL 5 
C'lCLEARl'-SHBTEDCLR/HOME Q 'laREENI' -CONTROL 6 



R ■[BLIJE|' = CONTROL 7 

K -[YELLOWI-^ CONTROL 8 
n ■lORANCEl" -COMMODORE 1 

P "IBROWNl" -COMMOCORE Z 
n-IL REDI"- COMMODORE 3 

n ■|aHAYll"= COMMODORE 4 
H'lGRAVZl" -COMMODORE 5 

H -IL OREENr= COMMODORE 6 
fl'fL BLUE]" = COMMODORE 7 

R "laRA^I - COMMODORE 8 _ 

GRAPHIC SYMBOLS WILL BE REPRESENTED AS EITHER THE LETTERS 
SHFT (SHIFT) AND A KEY ("[SHFT Q.SHFT J, SHFT D.SHFT Sj") OR THE 
LETTERS CMDR (COMMODORE) AND A KEY ("(CMDR Q.CMDR 
G.COMDR Y.CMDR HI"), IF A SYMBOL IS REPEATED, THE NUMBER OF 
REPITITIONS WILL BE DIRECTLY AFTER THE KEY AND BEFORE THE 
COMMA ("[SPACES, SHFT S4,CMDR M2n. 



H "|DOWN|" = CURSOR DOWN 

n"lUF|'- CURSOR UP 
n -IBIGHTI ■ - CUBSOH RiCHT 

|I -[LEFTI'-CUHSORLEFT 
R '[RVSI' -CONTROL 

I ■'IRVOFFr'- CONTROL 
■1 "IBLACKl" = CONTROL 1 

|1 "IWHrTEl" - CONTBOL 2 
H 'IREDI ■ -COMTHOL 3 

n '• [CYAN I -CONTROL 4 



Q -iFir'-Fi 

g ■1F21" = FZ 

g"[F31" = F3 
jj ■(F'4r*«F4 

[J -[F^r-FS 

9 -IFSV-Fe 

B"iFai"=FS 

jfj -IPOUMDI'- - ENOLtSH 
POUND 

Q -[SHFT *1""P! SYMBOL 
1*1 -IT- UP ARROW 



zero to 255 to be poke-able. For example, 
the sUitement POKE 1024,260 would pro- 
duce an illegal quantity error because 260 
is greater than 255, 

Mast often, the value being poked is a 
variable (A,X...I. This error is telling you 
that this variable is out of range. If the 
variable is being read from data state- 
ments, then the problem is somewhere in 
the data sttitements. Check the data 
statements for missing commas or other 
typos. 

If the variable is not coming from data 
statements, then the problem will Ije a lit- 
tle harder to find. Check each line that 
contains the variable for typing mistakes. 

OUT OF DATA ERROR 

This error message is always related to 
the datii stiitements in a progi'am. If this 
error occui-s, it means that the progi-am 
has run out of data items before it was 
supposed to. It is usually caused by a prob- 
lem or typo in the data statements. Check 
firet to see if you have left out a whole line 
of data. Next, check for missing c-ommas 
between numbers. Reading datii from a 
page of a magazine can be a strain on the 
brain, so u.se a ruler or a pie-ce of paper or 
anything else to help you keiip track of 
where you are as you enter the data. 

OTHER PROBLEMS 

It is imjxirUmt to remember that the 64 
and the PETCBM oomputei-s will only ac- 
cept a line up to 80 characters long. The 
VIC 20 will accept a line up to 88 charac- 
ters long. Sometimes you will find a line 
in a program that runs over this number 
of characters. This is not a mistake in the 
listing. Sometimes progrmnmers get so 
canied away crunching progi'ams that 
they use abbreviated commands to get 
more than 80 (or 88) charactei-s on one 
line. You am enter these lines by abbrevi- 
ating the commands when you enter the 
line. The abbreviations for BASIC com- 
mands are on pages 133-134 of the \QC 20 
user guide and 130-131 oftlie Commodore 
64 user's guide. 

If you type a line that is longei- than 80 
(or 88) chai'acters, the computer will act as 
if everything is ok, until you press flE- 
TURN. Then, a s->Titax ernir will be dis- 
played (without a line number). Many 
people write that tlie computer gives them 
a s>Titax error when they type the line, or 
that the computer refuses to accept a line. 
Both of these problems aix' results of typ- 
ing a line of more than 80 (or 88) charac- 
ters. 
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How to Enter Programs 

THE PROGRAM WONT RUN!! 

This is the haiiiest of problems to re- 
solve; no onxjr message is displayed, but 
the progi-ain jusit do^n't run. This can be 
caused by many small mistakes typing a 
program in. First check that the program 
was written for the computer you are us- 
ing. Check to see if you have left out any 
lines of the program. Check each line of 
the program for typos or missing pai-ts. Fi- 
nally, press the RUN/STOP key while the 
program is "running". Write down the line 
the program broke at and try to follow the 
program backwards from this point, look- 
ing for problems. 

IF ALL ELSE FAILS 

You've come to the end of your rope. 



You can't get the program to run and you 
can't find any errors in your tj-ping. What 
do you do? As always, we suggest that you 
try a local user group for help. In a group 
of even just a dozen members, someone is 
bound to have typed in the same program. 
The user group may also have the pro- 
gi-am on a library disk and be willing to 
make a copy for you. 

If you do get a working copy, be sure to 
compare it to your own veraion so that you 
can leiUTi from your errors and increase 
you understandng of programming. 

If you live in the country, don't have a 
loca] user group, or you simply can't get 
any help, vmte to us. If you do write to us, 
include the following information about 
the program you are having problems 
with: 



The name of the program 
The issue of the magazine it was in 
The computer you are using 
Any error messages and the line 

numbers 
Anything displayed on the screen 
A printout of your listing (if 

possible) 
All of this information is helpful in an- 
swering your questions about why a pro- 
gram doesn't work. A letter that .'iimply 
states "I get an error in line 250 whenever 
I run the program" doesn't give us much 
to go on. Send your questions to: 
Commodore Magazine 

1200 Wilson Drive 

West Chester, PA 19380 

ATTN: Program Problem 

Have fun with the programs! Q 



HOW TO USE THE MAGAZINE ENTRY PROGRAMS' 



The Magazine Entry Programs on the 
next pages are two BASIC machine 
language programs that will assist you in 
entering tJie programs in this magazine 
correctly, Theix^ ai*e versions for both the 
Commodore 64 and the Conunodore 128. 
Once the program is in place, it works its 
magic without you having to do anything 
else. The program will not let you enter a 
line if there is a typing mistake on it, and 
better yet, it identifies the kind of error for 
you. 

Getting Started 

Type in the Magazine Entr>' Program 
carefully and save it as you go along (jast 
in case). Once the whole program is typed 
in, save it again on tape or disk. Now 
RUN the program. The word POKING 
will appear on the top of the sci'een with a 
number. The number will increment from 
49152 up to 49900 (4864-5545 on the 128) 
and just lets you know that the program is 
running. If everything is ok, the program 
will finish mnning and say DONE. Then 
type NEW. Lf there is a problem with the 
datii stiitemenLs, the piDgram will tell you 
where to find the problem. Othenvise the 
program will say "mistake in data state- 
ments." Check to see if commas are mis.s- 
ing, or if you have used periods instead of 
commas. Also check the individual data 
items. 

Once the prognun has run, it is in 
memorv ready to go. To activate the pro- 
gram t>pe SYS49152 (SYS4864 on the , 
128), and press RETURN, You are now i 
ready to enter the programs fixim the i 
magazine. To disable the Entry Program, 
ju.st type KILL [RETURN] on "the 64 or 



SYS4867 on the 128. 

The checksums for each line are the 
same for both the 64 and 128, so you am 
enter your 64 programs on the 128 if you'd 
like. 

Typing the Programs 

All the BASIC program listings in this 
magazine that are for the 64 or 128 have 
an apostrophe followed by four letters at 
the end of the line (e.g., 'ACDF). If you 
pltm to use the Magazine Entry Program 
to enter your programs, the atx)stra[)he 
and letters should be entered along with 
the rest of the line. This is a checksum 
that the Magazine Entry Program uses. 

Enter the line and the letters at the end 
and then press RETURN, just as you nor- 
mally would. 

If the line is entered correctly, a bell is 
soundtxi and the line is entered into the 
computers memory (without the charac- 
ters at the end). 

If a mistake was made while entering 
the line, a noise is sounded and an error 
messiige is displayed. Read tlie enor mes- 
sage, then press any key to erase the mes- 
sage and correct the line, 

IMPORTANT 

If the Magazine Entry Program sees a 
mistake on a line, it does not enter that 
line into memory. This makes it impossi- 
ble to enter a line incorrectly. 

Error Messages and 
What They Mean 

There are five error messages that the 
Magazine Entry Program uses. Here they 
are, along with what they mean and how 



to fix them. 

NO CHECKSUM: This means that you 
foi^ot to enter the apostrophe and the four 
letters at the end of the line. Move the 
cursor to the end of the line you just typed 
and enter the checksum. 

QUOTE: This means that you forgot (or 
added) a quote mark somewhere in the 
line. Check the line in the magazine and 
correct the quote. 

KEYWORD: This means that you have 
either forgotten a command or spelled one 
of the BASIC keywoixis (GaTO, 
PRINT. . ) incorrectly. Check the line in 
the magazine again and check your spell- 
ing. 

# OF CH.\RACTERS: This means 
that you have eitlier entered extra charac- 
ters or missed some charadens. Check the 
line in the magazine again. This error 
message will also occur if you misspell a 
BASIC command, but create another 
keyword in doing so. For example, if you 
misspell PRINT as PRONT, the 64 sees 
the letter P and R, the BASIC keyword 
ON and then the letter T. Beaiuse it sees 
the keyword ON, it thinks you've got too 
many characters, instead of a .simple mis- 
spelling. Check spelling of BASIC com- 
mands if you can't find anything else 
wrong. 

UNIDENTIFIED: This means that you 
have eitlier made a simple spelling error, 
you typed the wrong line number, or you 
typed the checksum incorrectly. Spelling 
errors could be the wrong number of 
spaces inside quotes, a variable spelled 
wrong, or a word misspelled. Check the 
line in the magazine again and correct the 
mistake. El 
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Magazine Entry Program — 64 " ■ — — — 


The Mjfa/iiit Entry Pragrams arc available on dUk.alon| wilh other pfogrami in ihismagaiin*. 


1032 


DATA 


02,4C,74,A4,4B,49,4C,4C 


for S9.95, To Ofttef. contact Loadstar at 1-800-83 1 -269-i. 


1033 


DATA 


91,91,00,20,20,20,20,20 




1034 


DATA 


20,20,20,20,20,20,20,20 


10 PRINT" [CLEAR] POKING -"; 


103S 


DATA 


20,20,20,20,20,20,20,91 




1036 


PATA 


00, 51, 55, 4F, 54, 45, 00, 4B 


20 P=49152 :REM $C000 {END AT 


1037 


DATA 


45, 59, 57, 4F, 52, 44 ,00,23 


49900/$C2EC) 


1038 


DATA 


20, 4F, 46, 20, 43, 48, 41, 52 




1039 


DATA 


41,43,54,45,52,53,00,55 


30 READ A$:IF A$="END"THEN 110 


1040 


DATA 


4E,49,44 ,45,4E,54,49,46 


40 L=ASC(MID$(AS,2,1)) 


1041 


DATA 


49, 45, 44, 00, 4E, 4 F, 20,43 




1042 


DATA 


48,45,43,48,53,55,40,00 


50 H=ASC(MID$(A$,1, 1) ) 


1043 


DATA 


C8,B1,7A,O0,FB,84 ,FD,C0 


60 L=L-48:IF L>9 THEN L=L-7 


1044 


DATA 


09, 10, 03, 4C, 84, CI, 88, 88 




1045 


DATA 


88,88,88,B1,7A,C9,27,D0 


70 H=H-48:IF H>9 THEN H=H-7 


1046 


DATA 


13,A9,00,91,7A,C8,A2,00 


80 PRINT" [HOME, RIGHT12] "P; 


1047 
1048 


DATA 
DATA 


ai,7A,9D,3C,0 3,C8,E8,E0 
4,D0,F5,60,A9,0 4,4C,CA 


90 IF H>15 OR L>15 THEN PRINT 


1049 


DATA 


C0,A0, 00, 69,00,02,99,40 


;PRINT"DATA ERROR IN LINE"; 


1050 


DATA 


03,F0,F0,C8,D0,F5,A0,0 




1051 


DATA 


By,40,03,F0,E6,99,00,02 


1000+INT( (P-49152)/8) :STOP 


1052 


DATA 


C8,oa,F5,20,96,Cl,4C,12 




1053 


DATA 


C2,A0,09,A9,00,99,03,C0 


100 B=H*16+L:P0KE P ,B:T=T+B: P=P+1 










1054 


DATA 


80, 3C, 03, 88, 10, F7, AS, 80 


iGOTO 30 


1055 


DATA 


85, 02, A0, 00, 20, 58, CI, 20 


110 IF TO86200 THEN PRINT 


10 56 


DATA 


89,C1,20,ED,C1,E6,7A,E6 




1057 


DATA 


7B,20,7C,A5,A0,0fl,20,8O 


:PRINT"MISTAKE IN DATA --> CHECK 


1058 


DATA 


C0,F0,D0,24,02,F0,06,4C 


DATA STATEMENTS" : END 


1059 


DATA 


A8,C0,4C,CE,C1,C9,2 2,D0 




1060 


DATA 


06,20,8O,C0,4C,CE,C1,20 


120 PRINT"DONE":END 


1061 


DATA 


BA,C0,4C,CE,C1,A0,0 0,B9 


1000 DATA 4C, IF, €0,00,00,00,00, 00 


1062 


DATA 


00,02,20,74,C0,C8,90,0A 


1001 DATA 00, 00, 00, 00, 00, 0D, 00, 21 


1063 


DATA 


18,6D,07,C0,8D,07,C0,4C 


1002 DATA Cl,27,Ci,2F,Cl,3F,Cl,4C 


1064 


DATA 


EF,C1,3 8,A2,0 0,B9,00,0 2 


1003 DATA CL,EA,EA,EA,4C,54,C0,A2 


1065 


DATA 


9D,00,02,F0,04,E8,C8,D0 


1004 DATA 05,BD,19,C0,9S,73,CA,10 


1066 


DATA 


F4,60,18,AO,O9,C0,69,41 


1005 DATA F8, 60, 60, A0, 03,89,00,02 


1067 


DATA 


8O,09,C0,38,AD,0A,C0,E9 


1006 DATA D9,04,CI,D0,F5,88,10,F5 


1068 


DATA 


19,90,0 6,8D,0A,C0,4C,1C 


1007 DATA A0,05,B9,A2,E3,99,73,0O 


1069 


DATA 


C2, AD, 0A,C0, 69,41,80,0 A 


1008 DATA 88,10,F7,A9,00,8D,18,D4 


1070 


DATA 


C0, AD, 3, C0, 60,0 5,00,4 8 


1009 DATA 4C,EF,C0,E6,7A,D0,02,E6 


1071 


DATA 


AD,0 4,C0,6D,06,CO,8D,0C 


1010 DATA 7B,4C,79,00,A5,9D,F0,F3 


1072 


DATA 


C0,6 8,6D,0 8,C0,8D,0B,C0 


1011 DATA A5,7A,C9,fF,D0,ED,A5,7B 


1073 


DATA 


AD,0C,C0,6D,07,C0,8D,0C 


1012 DATA C9,01,D0,E7,20,2B,C0,AD 


1074 


DATA 


C0, 38, E9, 19, 90,06,80,00 


1013 DATA 00, 02, 20, 74, C0, 90, DC, A0 


1075 


DATA 


C0,4C,52,C2,AO,0C,C0,6 9 


1014 DATA 00, 4C,A9,Ci, 09,30,30, 06 


1076 


DATA 


4i,8D,0C,C0,AO,0B,C0,E9 


1015 DATA C9,3A,10,02,38,60,18,60 


1077 


DATA 


19,90,06,8D,0B,C0,4C,67 


1016 DATA C8,B1,7A,C9,20,D0,03,C3 


1078 


DATA 


C2,AD,0B,C0,69,41,BD,0B 


1017 DATA D0,F7,B1,7A,60,18,C8,B1 


1079 


DATA 


CO,A0,01,AD,0 9,C0,CD,3C 


1018 DATA 7A,F0,37,C9,22,F0,F5,6D 


1080 


DATA 


3,O0,2 0,C8,AU,0A,C0,CO 


1019 DATA 03,C0,8D,03,C0,AD,04,C0 


1081 


DATA 


3D,03,U0,17,C8,AO,0B,C0 


1020 DATA 69,00,8D,04,C0,4C,8E,C0 


1082 


DATA 


CD,3E,0 3,D0,OE,AD,0C,C0 


1021 DATA 18,6D,05,C0,8D,05,Ca,90 


1083 


DATA 


CO, 3F, 03,00,0 6, 2 0,00,02 


1022 DATA 03,EE,06,C0,EE,09,C0,4C 


1084 


DATA 


4C,4B,Ct),98,4 8,68,4C,OA 


1023 DATA CE,C1,18,6D,08,C0,8D,08 


1085 


DATA 


C0,A9, 20, 80,00, 04,80,01 


1024 DATA C0,90,03,EE,07,C0,EE,0A 


1086 


DATA 


D4,A9,09,8D,0 5,D4,A9,0F 


1025 DATA C0,60,0A,A8,B9,0F,C0,85 


1087 


DATA 


8D, 18, 04, 60, 20, Ay, 02, A9 


1026 DATA FB,B9,10,C0,85,FC,A0,W0 


1088 


DATA 


8 1,2 0, OF, C 2, A 9, 80, 2 0, OF 


1027 DATA A9,12,20,D2,FF,B1,FB,F0 


1089 


DATA 


C2,4C,D9,C2,20,A9,C2,A9 


1028 DATA 06,20,D2,FF,C8,D0,F6,20 


1090 


DATA 


11 ,20,DF,C2,A9,i0,2O,DF 


1029 DATA BC,C2,20,E4,FF,F0,FB,A0 


1091 


DATA 


C2,A9,00,BU,04,D4,G0,8D 


1030 DATA 18,B9,08,C1,20,D2,FF,88 


1092 


DATA 


04,D4, A2, 70, A0, 00, 88,00 


1031 DATA 10, F7, 68, 68, A9, 00,80,00 


1093 


DATA 


fO,CA,D0,FA,6H,END mg 
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Magazine Entry Program— 128 



5 TRAP 200 

10 PRINT" [CLEAR] POKING -"; 

20 P=4864 :REM $1300 (END AT 

5545/S15A9) 
30 READ A5:IF A§="END"THEN 110 
80 PRINT" tH0ME,RIGHT121 "P; 
100 B=DEC(A$) :POKE P, B : T=T+B : P=P+1 

:GOTO 30 
110 IF T059382 THEN PRINT 

:PRINT"MISTAKE IN DATA --> CHECK 

DATA STATEMENTS" : END 
120 PRINT"DONE":END 
200 PRINT:PRINT"DATA ERROR IN LINE"; 

1000 + 1 NT ( (P-4a64)/8) :END 

1000 DATA 4C,1E,13,4C, 3A,13,00,00 

1001 DATA 8E, 00, F7, 00, 42, 41, 51,57 

1002 DATA 0D,00,0D,43,08,14,0E,14 

1003 DATA 16, 14, 26, 14, 33, 14, A9, 00 

1004 DATA 8D,00,FF,AD,04,03,8D, 12 

1005 DATA 13, AD, 05, 03, 8D, 13, 13, A2 
X006 DATA 4A,A0, 13, 8E, 04,03,80,05 

1007 DATA 03, 60, AD, 12, 13, 80,04,03 

1008 DATA AD, 13, 13, 8D, 05, 03, 60, 6C 

1009 DATA 12,13,A5,7F,D0,F9,AD,00 

1010 DATA 02,20,5B,13,90,F1,A0,00 

1011 DATA 4C,6F,14,C9,30,30,06,C9 

1012 DATA 3A, 10, 02, 38, 60, 18, 60, C8 

1013 DATA B1,3D,C9,20,D0,03,C8,D0 

1014 DATA F7,B1,3D,60,18,C8,B1,3D 

1015 DATA F0,35,C9,22,F0,F5,6D,06 

1016 DATA 13, 80,06,13, AD, 07, 13, 69 

1017 DATA 00, 80, 07, 13, 4C, 75, 13, 18 

1018 DATA 60,08,13,80,08,13,90,03 

1019 DATA EE,09,13,EE,0C,13,60,18 

1020 DATA 6O,0B,13,8D,0B,13,90,03 

1021 DATA EE,0A,13,EE,0O,13,60,0A 

1022 DATA A8,B9,14,13,85,FB,B9,15 

1023 DATA 13,85,FC,A0,00,8C,00,FF 

1024 DATA A9,12,20,D2,FF,B1,FB,F0 

1025 DATA 06,20,D2,FF,C8,D0,F6,20 

1026 DATA 79,15,20,A3,15,20,E4,FF 

1027 DATA F0,FB,A0,1B,B9,EF,13,20 

1028 DATA D2,FF,88,10,F7,68,68,A9 

1029 DATA 00,8D,00,02,4C,B7,4D,91 

1030 DATA 91,00,20,20,20,20,20,20 

1031 DATA 20,20,20,20,20,20,20,20 

1032 DATA 20,20,20,20,20,20,91,00 

1033 DATA 51, 55, 4F, 54, 45, 00,48,45 

1034 DATA 59, 57, 4F, 52, 44, 00, 23, 20 

1035 DATA 4F, 46, 20, 43, 48, 41, 52, 41 



1036 

1037 

1038 

1039 

1040 

1041 

1042 

1043 

1044 

1045 

1046 

1047 

1048 

1049 

1050 

1051 

1052 

1053 

1054 

1055 

1056 

1057 

1058 

1059 
1060 
1061 
1062 
1063 
1064 
1065 
1066 
1067 
1068 
1069 
1070 
1071 
1072 
1073 
1074 
1075 
1076 
1077 
1078 
1079 
1080 
1081 
1082 
1033 
1084 
1085 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 



43,54,45,52, 53, 00, 55, 4E 
49, 44, 45, 4E, 54, 49, 46, 49 
45,44,00,4E,4F,20,43,48 
45, 43, 48, 53, 55, 4D, 00, C8 
BI,3D,D0,FB,9 8,3 0,04,C9 
06, 30, IE, 88, 88, 88, 88, 88 
Bl,3D,C9,27,D0,13,A9,00 
9I,3D,C8,A2,00,B1,3D,9D 
00,0B,C8,E8,E0,04,D0,F5 
60,4C,5C,15,4C,C5,14,A0 
09, A9, 00, 99, 06, 13, 80, 00 
0B,88,10,F7,A9,8 0,8 5,FO 
A0,00,20,3F,14,20,AE,14 
2 0,0D,43,8 4,FA,A0,FF,20 
6 7,13,F0,O8,24,FD,F0,06 
20, 8F, 13, 4C,8F, 14,09,22 
O0,06,20,74,13,4C,8F,14 
20 , 9F , 13 , 4C , 8F , 1 4 , A0 , 00 

B9,00,0 2,20,5B,13,C8,90 
0A,18,6O,0A,13,8D,0A,13 

40, 80, 14, 8 8, 6 0,1 8, AD, 0C 
13, 69, 41,80,00,13,38, AD 
0D,13,E9,19,9 0,0 6,8D,0D 
13, 4C, OF, 14, AD, 00, 13, 69 
4 1,8D,0D, 13, AD, 6,13,60 
08, 13, 48, AD, 07, 13, 60, 09 
13,8D,0F,13,68,6D,0B,13 
8D,0E,13,AD,0F,13,6D,0A 
13,8O,0F,13,38,E9,19,90 
06,8D,0F,13,4C,0 5,i5,AD 
0F,13,6 9,41,8D,0F,13,AD 

0E,13,E9,19,90,06,8D,0E 
13, 40, lA, 15, AD, 0E, 13, 69 
41 ,8D,0E,13,A0,01,AD,0C 
13,OD,0 0,0B,D0,20,C8,AO 
0D,13,CD,01,0B,D0, 17,08 
AO,0E,13,CO,0 2,0B,D0,0E 
AD,0F,13,CD, 3, 08,00,06 
20, 89, 15, A4, FA, 60, 98, 48 

6 8,4C,AF,13,A9,04 ,40,AF 
13,A9,00,8O,00,FF,A9,20 
8O,00,D4,8D,01,O4,A9,09 
8O,a5,D4,A9,0F,8D,18,D4 
60, 20, 61, 15, A9, 81, 20, 9C 
15, A9, 80, 20, 90, 15, 40, 96 

15, 20, 61, 15, A9, 11,20,90 
15,A9,10,2 0,9C,1S,A9,00 

8D,04,D4,60,8D,04,D4,A2 

7 0,A0,00,8 8,O0,FD,OA,D0 
FA, 60, END 



END 
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Pragramming/Ttie Delphic Oracle ^ 

Continued from page 88 

GRANTED 'BABM 
472 DATA DO YOU NOW? ' BJTK 
474 DATA MAYBE - AT SOME TIME - 

SOMETIMES 'BBXQ 
476 DATA ONLY YOU SHALL KNOW BQQQ 
478 DATA YOUR QUESTION IS GREEK TO 

ME'BXLU 
480 DATA MAYBE YES - MAYBE NO'BQAL 
482 DATA THE BEST PERSON MAY WELL 

WIN'BXNP 
484 DATA A CAT HAS NINE LIVES'BQLP 
486 DATA JUST BECAUSE 'BLRP 
488 DATA MAKE THE RIGHT DECISION ' BUCU 
490 DATA "THE TRUE ANSWER IS X-RATED, 

MON AMI" 'BAGQ 
492 DATA IN A MILLION YEARS 'BPRN 
494 DATA IT IS A BIG UNIVERSE ' BQNQ 
496 DATA THE RIGHT DECISION WILL'BUDT 
498 DATA TOO MUCH'BHLR 
500 DATA YOUR LANGUAGE SEEMS 

STRANGE, . , 'BCXH 
502 DATA DID YOU PLACE A BET?'BQRG 
504 DATA WHY NOT?'BHUF 
506 DATA "THE BETTER TEAM, 

OF COURSE!" 'BADM 
508 DATA "AT DELPHI, NEAR THE FOOT OF 

MOUNT" 'BAJQ 
510 DATA "PARNASSUS, STOOD THE TEMPLE 

OF" 'BAG I 
512 DATA "APOLLO, THE GOD OF LIGHT, 

BEAUTY," 'BACL 
514 DATA "YOUTH, HEALING, MUSIC, 

POETRY AND,"'BACN 
516 DATA "IMPORTANTLY, "'BAEK 
518 DATA "IN THE TEMPLE, 

HIS PRIESTESS PYTHIA"'BAHS 
520 DATA WOULD ANSWER ALL YOUR 

QUESTIONS. 'BDEJ 
522 DATA THE DELPHIC ORACLE GOVERNED 

MUCH'BDDL 
524 DATA "OF LIFE IN ANCIENT GREECE, 

BUT IT"'BALO 
526 DATA WAS OFTEN AMBIGUOUS AND YOU 

HAD TO'BDNP 
528 DATA INTERPRET FOR YOURSELF WHAT 

IT WAS'BEQS 
530 DATA THAT YOU THOUGHT YOU HEARD 

OR SAW. . . 'BFYL 
532 PRINT U3$ "DO YOU WANT TO 

QUESTION THE ORACLE AGAIN" 'BDIQ 
534 PRINT TAB (17) U3$ "Y" U$ CHR$(47) 

U3$ "N" U$ W$ "?"'DTDM 
536 GOSUB 302: POKE VI, 7 

:POKE 198,0 'DOUM 
538 GET Y$:IF Y$="" THEN 538'EINO 
540 IF Y$="N" THEN 546'DFDG 
542 IF YS="Y" THEN RUN'ECSI 
544 GOSUB 306:POKE 198,0:GOTO 538'DNML 
546 POKE S+24,0:FOR 1=0 TO 14 

:POKE S%+I,0:NEXT:POKE 657,0'JXDT 
548 PRINT HIS: POKE VI, 14 

:POKE VI+1,6'EPCQ 
550 PRINT TAB (218) U$ "END":CLR 

:END'EIBI illD- 
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-^ Detroit has seen better ctays. RoboCop's Special Issue Auto-9, make your way past street 
A gang of ruthless hoods has thugs, the notorious Clarence Boddicker and the powerful 



overrun the city, and crime is out of control. ED-209 to your final battle with Dick Jones. 



Attacks on the streets. Drug trafficking. Corruption 
and cop killing. It's so ted a private firm, O.C.R, now runs 
the police department. 

As RoboCop, your job is simple-clean up the city. 
Armed with a heavy-duty arsenal of weapons, including 



Serving the public trust, upholding the law, and 
protecting the innocent was never so challenging, never so 
dangerous, and never so much fun as this. 

With great graphics and great game action, the future of 
law enforcement is ROBOCOP. From Data East. 



filow available for Commodore B4. Coming soon on IBM Amiga and Atari s J personal computers. 






Data East USA Inc., -170 Neodlcs Drive, San Jose, CA 95112 [408) 286-7074 

SctDDDs shorn atB t(om arcaflovcfsion Compuici vers™ mat «arv 

« 19Ba Data East USA. Inc. ROBOCOP; rM and « 19187 Otiiin PIciurM CorpDfation. Alt lights la&tnM Ocean and ftlon are re^lsteted trademarks ot Otiean Software ltd and Orion Picliires Coronation, resoectlvely. 



Advanced 
Dungeons^^taigons 

COMPUTER PRODUCTS 



I 



1 




Role-Playing Action 



Utility 



Fool or Radiance fulfills all your gaming 
fantasies. The legendary ADVAMCED 
DUriQEOMS & DRAQOnS® rote-playing 
system springs to life on your computerl 
Embark on dangerous quests In the magi- 
cal rORQOnEn realms" game world - 
made incredibly real by advanced com- 
puter animation and combat that adheres 
strictly to ADficD® game standards. Prepare 

yourself for 
ttie ultimate 
fantasy role- 
ptaying 
experience! 

IBM 

AFFLE 

C-64/t28 



ffeitoes OF THE LyiffCE gives you non-stop 
excitement and fully animated action on 
the mystical DRAaonLAnC^^ game world. 
Guide eight Companions, each with differ- 
ent skills, deep into the treacherous ruins 
of the temple XaK Tsaroth. They will need 
all of your skills to help them survive the 
attacks of giant spiders, demons, dragons 
and countless other terrors. Retrieve the 

precious 
Disks of 
Hlshakal If 
you can! 

IBM 

C-64/128 
ANKiA 
ATARI ST 



AD\1\,1CE0 OunOEONS 81 DRAQOMS. ADftD, rOROOTItfl KMKS 
and DRACiO!1LAr*C£ arc trademarKs owned by and used under Ikenx 
from TSR. Inc. 
C196S T%, Inc. ei988 Sti^e^ Stmulalkins, Inc. AQ rfgMl itSdVied. 




DmGEOIS MASTERS ASSISTANT. 

Volume 1: Encoukiers Is a utility program 
designed to help Dungeon Masters gener- 
ate encounters for AD&D® campaigns. 
It provides more than 1000 encounters, 
and over 1300 monsters and characters, 
including all of the monsters found In 
AD&D« Afonsfer Manuals 1 & II. DHs can 
modify the existing data and add original 

monsters 
and encoun- 
ters to the 
database. 



IBM 

APPLE 

C-64/12S 




1 



How To Order: Visi! your retailer or call 1-800-245-4535. 
To receive SSI's coriiplete product catalog, please send 
SI. 00 to: Strategic Simulations, Inc., 1046 H. RerjgstorfT 
Avenue, Mountain View, CA 94043. 
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